
Impressions 


omputing 


Dec '93/Jan '94 
$3.95/$4.95 CAN 





Ordering Info: Visa, MasterCard or COD, No persoaal Cheeks 
v 1 ”. $4|5G.'Ohio add 5.5% tax. 

No c&l|j|gfunds - Return products for Credit or Replacemetit only. 
Shipping Info: Free shipping on Orders over $100, in the 
continental USA. APO & FPO actual freight.We ship UPS. 
International; Actual freight. 


P.O. Box 811 - Elyria, Ohio 44036 

800 - 535-4290 

Tech Info & Fax 216-926-3842 
9AM- 9PM EST call for catalog 


1040 STe $379 

1040 STe- w/2megs $449 

1040 STe- w/4megs $519 

STe SIMMS lmeg each - $50 
SM147 14" $199 

SC1224 $250 

SC1435 14" color $349 


Straight Fax 2.0 - $84,911 

(required software for all listed Fax modems) | 

Supra 2400 baud - $69.95 I 

Supra 2400 w/9600Fax $134,97 1 
Supra 14.4/14.4 w/fax LC $189 | 
Supra 14.4/14.4 w/fax v32 $223 1 


Z-Ram/Mega II- (closeout)-$60 

Simms chips lmeg & 4meg- 1 

Callll 

JRI Board (uses slmms)- $99 I 

XtraRAM ST Deluxe- $79 S 

XtraRAM+8(old mega’s)- $119.411 
XtraRAM+8( mega STE)- $119.41 1 
Ram-Gizmo(Faicon i4Meg)-$83.43l 

Master 3S - $129 

Master 5S (525") - $199 


Adspeed ST- (closeout) $99 
Colorburst Scanner (faicon)$509 
Colorburst w/o OCR Jr $469 
Drive Master - $32 

Drive cable 6 ft $13.95 

Hand Scanuer(Migraph)- $269 
Hand Scanner(Goiden image>$215 
HP Deskjet 500 printer - $469 
HP Deskjet 500Cprinter $601 
ICD Adscsi Plus - $93.77 

ICD Adscsi (no clock) - $83.77 

ICD Link host adaptor- $99 
50 pin SCSI cable- $10 
ICD Cleanup ST - $25 

Mega Touch Springs - $9.49 

Mouse Master - $26 

Mouse mats - $5 

Mouse (Opto-Mechanlcal) - $37 

Mouse (Optical)- $75 

Mouse (Cordless)- $50 

Mousestick (Gravis)- $65 
AT Speed (16MHZ)- $369 

Falcon Speed (286) $262.91 

Printer or Modem Cable - $7 
Star NX1001 - $149 

Star NX-2420- $200 

Epson Action Printers - Call!! 
Panasonic printers Call!! 
TEC (To* extension card)- $141.97 


■ V7rra 1 m i ii 


Arabesque Pro $154 

Atari Works $95.40 1 

Buttonzbasic $37.41 | 

Buttonz Awari $33.97 1 

Cardfile4 $30.91 1 

ConvectorPro $115 

Data Rescue $48.41 1 

Diamond Edge $53.41 i 

EpSalot $31.91 1 

FirstGraph $63.97 | 

Fontfarm $30.91 1 

G-Print $24.91 1 

Grammar Expert $44.91 | 

Gram Slam $29.57 1 

Harlekin 2 $87.15 I 

HiSoft Basic 2 $110.93 1 

Home Accounts 2 $88.62 | 

Invision Elite $108.911 

Logo Library $29.91 | 

Marcel Word Processor $41.91 1 

Mega Check 2 $31.91 I 

Multi-TOS $47.96 I 

MultiWriter $61.91 1 

NeoDesk 3 $53.85 I 

Publisher 2ST $177,681 

Qwikforms $30.91 | 

Redacteur 3 $159321 

Silhouette Colortrace $92.41 | 

SpeedoGdos $51.95 I 




S Talker 3 
Stalk the Market 
Style 

Templicity 
That’s Write 2 
TruePaint 


Breakthru 
Breakthru Plus 
Digitape (8track) 

Dog Fight 
Geneva 
Image Copy 2 
NVDI23 
Paper Plates 
Sample Series Collect. 
Sequencer One 
Sequencer One Plus 
Straight Fax 2.0 
The Hit Kit 
The Patrician 
Zool 


.47 
$60.84 
$26.82 
$2937 
$194.91 
$62.87 


$273.26 

$313.91 

$249.43 

$55.48 

$53.89 

$33.91 

$93.11 

$31.91 

$63.91 

$32.41 

$134.41 

$84.91 

$39.91 

$46.43 

$43.15 


Complete Assembled Hard Drive Systems, Atari ST systems have choice or ICD Adscsi Plus, ICD Adscsi, or ICD LINK host 
Adaptors . Falcon Systems come complete with SCSI Cable to hook up to the ATARI Falcon 68030 Computers. 


IMANUF. 

I QUANTUM 
1 QUANTUM 
! QUANTUM 
IMAXTOR 
! QUANTUM 
IMAXTOR 
MAXTOR 
"QUANTUM 
MAXTOR 
QUANTUM 
I QUANTUM 
I QUANTUM 
IMAXTOR 


MODEL 
ELS85 
ELS 127 
ELS 170 
7213S 
LPS240 
7245S 
7345S 
LPS525 
MXT-540SL 
PD700 
PD 1050 
PD 1225 
MXT-1240S 


SIZE 

85 

127 

170 

213 

240 

245 

345 

525 

540 

700 

1.05 GB 
1.2 GB 
1.24Gig 


SPEED 

17 Msec 
17 Msec 
17 Msec 

15 Msec 

16 Msec 
15 Msec 
14 Msec 
10 Msec 

9 Msec 

10 Msec 
10 Msec 
10 Msec 
9 Msec 


213/7245/7345 2 Year Warranty 540/1240 3 
85 to 525 Meg - 2 Year Warranty 1050 & 1225 


CACHE PRICE I 

32K $187 I 

32K $215 i 

32K $237 I 

64K $264 1 

256K $327 1 

64K $295 I 

64K $360 I 

512K $810 1 

256K $899 I 

512K $948 I 

512K $1144 I 

512K $1271 1 

256K $1340 I 

Year Warranty 
5 Year Warranty 


1NSITE 

21Meg 

FLOPTICAL 

w/ldisk - $292 

I SYQUEST 

44M 

REMOVABLE 


$329 

SYQUEST 

88M 

REMOVABLE 


$390 

SYQUEST 

88/44 

REMOVABLE 


$480 

|21M Floptical Disks-$24 

SYQUEST CARTS 44MEG $72 

88MEG$115 


1 


HD SIZE 

CASE A 

CASES 

FALCON 

85 

$389 

$369 

$329 

127 

$418 

$398 

$358 

170 

$440 

$420 

$380 

213 

$467 

$447 

$407 

240 

$530 

$510 

$470 

245 

$498 

$478 

$438 

345 

$563 

$543 

$503 

525 

$1013 

$993 

$953 

540 

$1102 

$1082 

$1042 

700 

$1151 

$1131 

$1091 

1.05G 

$1347 

$1327 

$1287 

1 2G 

$1474 

$1454 

$1414 

U4G 

m 

$1543 

mmwjm 

$1523 

M MfflMU 

$1783 

1 

21MEG 

$495 

N/A 

$435 

44MEG 

$563 

N/A 

$503 

88MEG 

$667 

N/A 

$607 

88/44MEG 

$757 

N/A 

$697 
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DMC Publishing is pleased to offer you a 
comprehensive range of tools to assist 
you in meeting your desktop publishing 
needs, efficiently and productively. 
Calamus SL is our state of the art 
centerpiece based on a sophisticated, yet 
easy to use, page layout and design 
capability. There are over 1,000 features 
in Calamus SL, as well as dozens of 
optional modules available that expand 
your creativity while increasing 

productivity, without leaving the 
program itself. Calamus SL ; s 
modularity is designed with 
the future in mind, 
allowing you 

Outline Art 

serious vector 
graphic creating and 
editing possibilities. ' \ 

Text manipulation is only 
limited by your own 
imagination while impressive 
graphic images are yours to design 
utilizing the extensive array of tools. 

Invision Elite 2.0 is an accomplished 
raster graphic drawing program. Desig 
create or manipulate your own or 
scanned images. This program rounds 
out your painting and drawing needs 

Our new Kodak 
Photo CD 


allows you 

jpr to import your 
JW Photo CD files into 

Calamus SL in any A 

W of the 5 encoded jm? 

and then 
manipulate and 
output them. Jgmr 


Using M.T Scan you can directly scan 
and save transparencies and reflective art 
in the following formats: ESM, TIF and 
TGA. Images can be scanned in l-bit 
monochrome, 8-bit grayscale and 24-bit 
color modes and resolutions from 75dpi 
to 600dpi on the Scanmaker II and up to 
1850dpi on the Scanmaker 1850 slide 


And last but not least, there is the classic 
Calamus 1.09N, our entry level page 
layout program with over 300 powerful 
functions. 


DMC presents Cybercube ; s CyReL 
Sunrise M16-1280, the first integrated 
VME bus card for the Atari TT/STe that 
combines everything from high 
resolution monochrome displays to 
stunning 24-bit color graphics, it comes 
complete with 2Mbyte of fast 32-bit 
VRAM, flexible expansion buses and 
VDI drivers. The Sunrise is equipped 
with an expansion slot for the VidiMix 8 
module which gives you the ability to 
capture, edit, transform and integrate live 
NTSC/PAL video data for multimedia. 
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2800 John Street, Unit 10, Markham, Ontario, Canada, L3R 0E2 Tel: (905) 479-1880 Fax: (905) 479-1882 
GEnie: ISD or POTECHIN CompuServe: 76004,2246 Delphi: ISDMARKETING 


For further information , please call your local Atari 
dealer or contact us directly. Dealer inquiries invited. 
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This is the day after Thanksgiving. I’m still a bit “stuffed,” but, as you 
see, still plugging away at this issue of CN. We missed getting it done before 
Thanksgiving and, now. I’m afraid, we won’t see the UPS truck until Monday. 
So, you will be reading this well into mid-December. 

However, I have taken advantage of the “extra” time to prepare a little 
treat for the Holidays — games! I have added a large number of game disks to 
the CN library this month. Take some time out for the holidays and have some 
fun. To help you along, we are offering a HOLIDAY SALE on our PD library — 
purchase any 3 disks and get a 4th disk FREE! Now is the time to stock up. Of¬ 
fer good through January 31,1994. 

Before I started this issue, I managed to complete a hard-copy version of 
all of Frank Sommers’ “ST Update” columns, 177 pages in all. I still need a 
desktop published version of die reviews. The final “book” is likely to be 300+ 
pages. I did convert Frank’s 41 reviews and articles into plain text. This collec¬ 
tion (200 pages) has been uploaded to GEnie and CompuServe. I also plan to 
convert the “ST Update” columns to plain text and upload those. Both the col¬ 
umns and the reviews, in text format, will be available on one of our library 
disks for anyone who is interested. 

In the Letters section this month, you will see a couple of “sample” let¬ 
ters from readers who have moved on to other platforms. We get new subscrib¬ 
ers all the time, but we also lose subscribers every month. Over the past year, 
the balance each month has been negative. If the subscriber base keeps fading 
away, your continued enjoyment of CN will be jeopardized. However, you can 
help. Word of mouth is an excellent advertising medium. If every subscriber 
were to find just one additional subscriber, our circulation would be larger than 
it ever was. If you enjoy this magazine, please tell others about it whenever you 
can. Also be sure to tell advertisers where you saw their ad. Maybe you can 
keep me busy next month adding new names to our database. 

As for this month, it’s time for the Jaguar. By the time you read this, 
many of you may well already have your Jaguar game consoles. We have pro¬ 
vided full coverage of Atari press releases on the Jaguar. 

Are you still skeptical about getting a Falcon? Read Dave Troy’s “Riding 
the Bus” and you will understand why the Falcon may be a better buy than many 
suspected. Ah, if only Atari could figure out and explain clearly why consumers 
should buy their computers ... maybe they should read more of CN\ 

How would you like a boost in productivity for Christmas? Read Andrzej 
Wrotniak’s column and see if the new Geneva isn’t just what the doctor ordered. 

Finally, it is with great sadness that we bid farewell to two CN column¬ 
ists. Steve Kiepe finds that his next military assignment, although he will still be 
able to write occassionaly, will preclude him from continuing on as ST Editor. 

In addition, Mike Mortilla, who is a professional musician, has found himself 
happily inundated with work. So, we will also need a new correspondent to 
cover CompuServe. Interested applicants should contact me via any of the ad¬ 
dresses listed in the left column of this page. 

Of course, you don’t have to commit to a regular column to write for 
CN. Anyone is welcome to submit articles, reviews, or tutorials. This is a 
magazine for Atari owners, written by Atari owners - that’s you. I encourage 
you to give it a shot. Meanwhile, enjoy the holidays and we’ll see you again in 
February. 


CN FAX: (703) 430-2618. 


- foe Wtitend 


Page 2 


Current Notes 


Vol. 13, No. 10 





Table of Contents 

Vol. 13, No. 10: Dec '93/Jan '94 


Regular Columns: 


Special Features: 


Atari in the STicks, Henry van Eyken 
"lb Kiss a Worm” 

Atari Myths & Mysteries, Dave Troy 
“Riding the Bus” 

Creative Solutions, Steven Kiepe 
“Metalfab” 

GEnie Notes, Lou Rocha 

GEnie Tips-RTC Commands 3 
Around GEnie, by Scorpia 
RTC Highlights, by Lou Rocha 

Running Out of Ram, David Barkin 
“Didot Professional Color” 

Small World, David Small 
“Small’s Second Law” 

ST Toolbox, J. Andrzej Wrotniak 
“Geneva” 


g2 Atari Jaguar Press Releases 

Jaguar Rips into 3D Video Game Jungle 8 


What People Are Saying About Jaguar 10 
28 Ten Questions About Jaguar’s 

64-bit Technology 12 

Atari Jaguar Features and Benefits 14 

19 

CardStax 

Review by David Paterson 46 

36 

Making Signs With Your 8-Bit 

By Thomas Andrews 48 

Basic Diamond Mouse 

32 By Kevin Packard 52 

TtansKey IBM Keyboard Adaptor 

58 Review by Michael Tbdd 54 

ST ZIP 

22 Review by Richard Yamagata 74 


Woods Music, Gary Woods 57 

“Notator Logic: 

An Interview with Bob Hunt” 


Departments: 

Letters to the Editor 4 

8-Bit Tidbits, Rick Reaser (8-Bit Editor) 42 
Atari Industry News/Announcements 16 

STanding STill, Steve Kiepe (ST Editor) 20 


Time to Renew? 

Tkke a peek at your mailing label. If you see the 
expression 9312 on the first line, then your subscrip¬ 
tion expires in 1993, month 12, i.e. this December is¬ 
sue is the last one in your current subscription. If you 
see 9402, your subscription will expire in February. 
Please RENEW as soon as possible to avoid missing 
any issues of CN. You can renew using your MC or 
VISA card by calling (703) 450-4761 (evenings). 
Many thanks for your continued support! 


Moving? 

Don’t forget to send in a CHANGE OF ADDRESS 
notice if you are moving. Current Notes is distributed 
via 2nd class U.S. mail. The post office does not for¬ 
ward 2nd class publications; they throw them away! 

Start your subscription to Current Notes today! 

Still only $27/year! ($48 for 2 years). Send check or money order to: CN Subscriptions, 122 N Johnson Rd, 
Sterling YA 20164. Charge your subscription today by calling (703) 450-4761. 


The Cover: Atari returns to the game market 
with the release of its new Jaguar game console. 
What does this portend for Atari computers? Only 
time will tell. 
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Change for the Better 

Dear Joe, 

Here’s to another year of Current Notes . I think the 
magazine has gotten better and better. Especially the past few 
issues reflect a nice change: 

1) Less Atari bashing. We know about the state of Atari 
and don’t need to be constantly reminded of it. Also it felt dis¬ 
tracting to read articles that, no doubt, have been written six 
weeks before the magazine is released, while at the same time 
seeing Atari stock go up. 

2) More articles making an “inclusive” connection to 
other platforms, rather than stating that “I sold my ST system 
in order to get a real computer...” Especially interesting were 
the MIDI articles about the mixing software and Music scann¬ 
ing/OCR. 

3) More valuable programming tips and information, 
such as David Troy’s dBMAN articles (I myself use Super¬ 
base Pro , but found the information quite usefttl) and A. 
Wrotniak’s “.. .State of Mind...” 

4) Fewer game reviews and even fewer tips and how to 
solve certain games. Coming from Europe in 1988,1 was sur¬ 
prised from the very beginning that Atari’s 16-bit machines 
were looked upon as game machines over here. And while 
even most 8-bit articles (even though I never owned an Atari 
8-bit) still contain interesting and usable info-a game solution 
doesn’t. 

5) Philosophical stuff like David Small’s. His article on 
“Doubting Computers” was great. It won’t be the CEO’s of 
Atari, Apple or IBM who will come up with creative new 
ideas, but people like David Small. 

Last year in my renewal letter I mentioned a stamp that I 
would enclose. Of course, I forgot, then. But here it is-and I 
hope I’m still early enough to keep you from sending me a re¬ 
minder about renewal. 

Yours, 

Peter Kienle 
Bloomington, IN 

A Labor of Love 

Dear Joe, 

Many thanks to you and Joyce for your continued support 
of Atari users, including me. I have been responsible for 
putting out monthly newsletters for a number of professional 
societies in the past, while continuing everything else neces¬ 
sary to survive. So I realize what a massive effort it must be 
to keep putting out a high-quality magazine w ith no more help 
than you can muster from die (temporarily, I hope!) dwindling 
Atari community. 

At least, you have a number of fine writers contributing 
to Current Notes, but I have found that editing and publishing 


an ything regularly is an enormous burden. The bigger profes¬ 
sional societies can afford professional publishing help, but 
for Atari users, this has to be a labor of love, with a bare hope 
of making expenses. 

I believe that the way you view Current Notes as repre¬ 
senting the Atari user is exactly right. Professional “boosters” 
and “trashers” may be useful to get all the information avail¬ 
able, but for my needs and pleasure, I prefer your 
even-handed approach. 

Best Regards 
Carl Irwin 
Tucson, AZ 

Atari in Chile 

Dear Gentlemen, 

I don’t want to miss an issue, so I didn’t want to wait ’till 
you sent me the renewal order form. Please charge another 
year of my subscription ... 

I would like to address some lines on one of the subjects 
I have seen referred by your readers. That is the lack of sup¬ 
port they have from Atari. It would seem it’s hard to be an 
Atarian in the US. But let me tell you something: it’s even 
more difficult to be an Atarian in the third world! 

I live in a South American country. We import goods 
from all over the world (we do lots of exports, too), so I im¬ 
ported my ST from the USA back in 1986. There used to be 
an Atari dealer-here in my country-who began to support STs 
some time after I had bought mine. He dropped STs three 
years later. 

I made some very good friends among other ST-Atari- 
ans (while trying to get tech, info and/or support from that 
dealer). We now support each other. Some of us were STart 
subscribers but after it disappeared, we could only think Atari 
was going out of business. Nevertheless, many of us decided 
to continue using our STs until the day they would no longer 
run. Many others (most, I’m afraid) decided to go Macintosh 
or IBM. 

Not knowing if there were still some ST or Atari related 
magazines in the USA, I turned to some UK publications. I 
even ordered some PD disks only to receive Game demos 
(which would not run in my USA born ST) instead of what I 
had ordered. I sent them back, and never heard from them 
again! I wrote to the British Consulate, and never heard from 
them either! 

Suddenly, last year, while reading a PC related maga¬ 
zine, I saw an article about an Atari ST software review by 
Mr. John Bonavita. I wrote to him. He sent me some CN back 
issues and here I am. That should sound like a happy end to 
many, but it is not. 

I have written and faxed to some of your advertisers so as 
to buy myself an STe, a HD or a Floptical drive, ... and never 
heard from them again! 

So, don’t tell ME it’s hard to be an Atarian! 

Jaime R. Gutierrez 
Concepcion - Chile 
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Facing the Facts of Life 

Dear Joe, 

Thanks for your letter regarding my expiring subscrip¬ 
tion. I at least owe you the reasons for dropping my subscrip¬ 
tion, especially since none of them have anything to do with 
your magazine. 

You have a fine publication. It kept me informed and 
sometimes encouraged about being “one of the few” Atari 
owners in Arkansas. I am quitting Current Notes because I fi¬ 
nally faced the facts of life: 

1. There is only one Atari dealer in central Arkansas and 
he is dropping Atari. No dealer-no local support. 

2. My ST is aging (1986, first model 520 ST with TOS in 
ROM) and needs upgrading or replacement. 

3. Without a dealer, and the “no mail order on Falcons” 
policy, I am faced with replacing a computer that I love with a 
computer that I don’t love. 

4. DOS, “clones” or whatever you want to call them, are 
supported locally, and it is the system that I have at work. 

Yes, you guessed it, I am writing this letter on my new 
Compaq ProLinea. I would have loved to buy a Falcon. I 
would also like to drive a solar-powered car and watch a 
flat-screen high definition TV. These things are impossible for 
me to do now. Maybe some day. 

James A. Farmer 
Little Rock, AR 

To Make a Long Story Short.. 

Dear Joe, 

Just a note to let you know that I did receive your letter 
concerning my subscription to Current Notes. To make a long 
story short, I am writing this on my PC using AmiPro. I 
bought my Atari 1040ST in 1987 and then upgraded to a Mega 
4 about two years ago. I needed the PC for work and bought a 
486 DX 50 in February of this year. The only Atari programs 
I used consistently were Pagestream, Tracker , and Word 
Writer ST. I purchased Corel Draw for $169, Tracker for Win¬ 
dows for $69.95 and AmiPro (upgrade for $89). I remember 
reading that you also have a PC and CD-ROM, so I’m sure 
you understand when I say my Atari is for sale. 

Thanks again for all the good issues of Current Notes and 
I wish you and Joyce the very best for the future. 

Charley Webber 
Richmond, VA 

He’ll Whit For His Falcon 

Dear Joe, 

Enclosed find my subscription renewal check. I really 
like this magazine. I hope it grows and grows.... Recently, I 
returned to University and have an almost continuous use for 
a computer. My 2 meg STe is adequate for everything we’ve 
needed it for so far. Papers are easy to write and Atariworks is 
the best working word processor I have used for the Atari. 
Obviously, it needs to be upgraded to include such functions 
as border and columns, but it’s great to be able to size the text 
precisely to make it all fit in the required number of pages. 


Do you know of a terminal program for the Atari that 
will do VT200 or, better yet, VT320 emulation? This would 
make it much easier to use the features available to students 
on the VAX/VMS. 

I am considering a Falcon computer. The Atari Falcon 
seems to be the ideal computer for a college student. For the 
student living in a cramped dormitory, it is simplicity itself to 
hook it up to a TV. Also, any one enrolled in a music class 
(m3) quickly appreciates its ability and connectivity. We gen¬ 
erated titles for another class using CAD 3D2, which is an an¬ 
tique of a program, but still works. I would like to do video 
and audio overlays onto tape. It would be nice to be able to 
watch TV in a Falcon window while writing this in the back¬ 
ground. 

One problem I have with purchasing a Falcon is the Atari 
Corporation. I do not know how long the 030 has been on the 
market, but I have yet to see one advertisement for it that was 
sponsored by Atari. I do not know where to buy one. The 
least Atari could do is run ads in publications such as your 
own, providing a 1-800 number that people could call for in¬ 
formation about the computer and where to buy it. I think it’s 
ridiculous to have to fill out application forms to buy a com¬ 
puter. 

I understand it requires a 486/66 computer to emulate 
faster than an 8 MHz Atari. At that rate, it will require a Pen¬ 
tium to emulate faster than an 030 Falcon and pentiums will 
not be cheap for quite awhile yet. The new Macs are pretty 
cool and Apple is throwing in monitors, hard drives and soft¬ 
ware. Atari take note. Frankly, Macs seem a little slow. My 
impression is that they don’t have the versatility I’ve gotten 
used to with Atari. 

Although I am in the market for a new machine, I’m in 
no hurry. So far, I really don’t need an IBM compatible. I can 
take my RTF (or ASCII for that matter) files down to the 
school and print them on the IBM-run laser printer with few 
changes. Only on the Mac, however, were we able to create a 
satisfactory format for a shooting script. I know, Spectre GCR 
would have come in handy on that project. Hmmm... does it 
work with a Falcon. 

All things considered, my STe seems to pretty much fill 
the bill here at school even though a Falcon would do much 
better. But, until Atari wakes up and actually tries to sell me 
one, I’m going to wait. 

Carlos Romero 
San Antonio, TX 

Excellent Mind Food 

Dear Editor, 

Just received my October issue of CN. Although I have 
read only the least bit of it yet, I continue to be surprised and 
pleased by its content. Excellent reading for any computer us¬ 
er but, of course, especially Atari users. Not too many months 
ago, CN had an excellent review of several telecommunica¬ 
tions programs including the one I have used for more than a 
year, FzDT, V2.12. The demo that you distribute from the li¬ 
brary on disk #743 is the same one that convinced me this 
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was the communication program for me. I never have been 
disappointed by its performance. To date, I have not seen any 
update info in my mailbox or anywhere else, which causes me 
to wonder if the program is being supported at this late date. 
Do you or your correspondents have any information on the 
current status of FzDT} 

I noted the changes in the disk library; clearly an incred¬ 
ible amount of work has been done. My compliments to you 
on the accomplishment of such a heavy duty project. Well 
done. 

One more item, I will not repeat myself regarding the 
quality of CN writers; they are wonderful. Last issue, how¬ 
ever, the outstanding article by Henry K. van Eyken, “Orality, 
Literacy, Computency” was absolutely tops! Excellent mind 
food. Thanks to both of you. Make that THANKS A LOT to 
all of CN’s authors. 

Gary C. Matteson 
GEnie:G.MATTESON2 

Better Things To Do... 

Dear Joe, 

I have been a regular reader of Current Notes for the past 
four years and have looked forward to each issue. While I do 
not have a subscription, I do buy each issue at the Computer 
Zone in North Attleboro, MA. 

For the past four issues, I have been upset at the tone of 
the articles. I know people are leaving the Atari for MS-DOS 
machines. (They are also leaving the Mac and Amiga.) I’m 
getting very tired of people trying to justify why they need to 
spend $3,000 on a machine that represents a step backward. 

I’m tired of hearing the excuses such as: 1. It’s not fast 
enough. A Falcon running Geneva will blow away most 
MS-DOS machines running windows. 2. I cannot get 
MS-Word or Word Perfect on this machine. First Word Plus is 
more than most folks need to do a term paper. (It can do foot¬ 
notes. MS-Word and Word Perfect cannot and Atari software is 
easier to use for the novice.) Atariworks provides a very good 
alternative to MS-Works. 

When you really look at the excuses, they just need to 
conform. By all means, please be my guest, but I have better 
things to do with my time than read about the whining. 

Joe Heroux, President 
& Newsletter Editor 
North Attleboro 
Atari Computer Club 

WAACE/ACT Conflict? 

Dear Mr. & Mrs. Waters, 

I would like to congratulate you and the staff for the 
tenth year anniversary. The magazine, in my own opinion, is 
done extremely well. All the articles are in layman’s terms 
and yet it doesn’t get boring for that technical jargon reader. 
So keep up with the excellent work and I hope it will be 
around for another ten years. 

There is one thing I do have in mind and that is the bitter 
conflict between the ACT and WAACE. I know WAACE did¬ 


n’t have an Atari convention this year due to the fact that ACT 
held a convention before WAACE did and because of that ac¬ 
tion, they didn’t hold one. In my own opinion, they (WAACE) 
acted like a bunch of cry babies. They not only hurt them¬ 
selves, but they also hurt the Atari vendors and the Atari com¬ 
munity as well. I went to two WAACE conventions and I 
thought both were excellent; especially the one last year. In 
fact, I was hoping to attend the one this year but it became a 
phantom convention. I do not know who or how the spark 
started of the Hatfields and McCormicks so-called-syndrome 
but I wish it would stop immediately and get united once and 
for all. This is destroying the Atari community and the Atari 
industry as well. The only thing that is going for the Atari in¬ 
dustry is the third party developers and the Atari family. If we 
keep fighting amongst each other, then Atari will be totally 
dead. 

The paragraph you just read is from a concerned Atari 
user and it’s only his opinion. I am not trying to insult, ago¬ 
nize, or fuel the situation at hand. What I am trying to achieve 
is to wake up everybody and start working side by side to find 
a solution to the problem. For example, find a neutral site 
that’s large enough to house both groups at once and rename 
it to ECAR which stands for East Coast Atari Revelation and 
extend it all the way down to Florida. 

This kind of turmoil has happened to the Western Mass 
Atari Users Group (aka W.M.A.U.G.) In the beginning it was 
fine. It was just a bunch of 8-bitters getting together to get the 
most out of their computer. Until the officers didn’t care. It 
was only a few dedicated members of the club who decided to 
take over the club. The membership was low; we had a tough 
time in getting our equipment, and that was the time when the 
STs started to take off. So it was the 8-bitters vs STers. The 
morale of the club hit bottom and we were fighting like cats 
and dogs. It took about two years to get out of the cellar to 
make it a club and not a war zone. Now, we are a tight Atari 
family getting the most out of out STs, TTs, Falcons, but sad 
to say, we have no more 8-bitters in the club. In a way, it’s 
good because we can concentrate on the 16- and 32-bit ma¬ 
chines and yet it’s sad because the 8-bit is still a file machine. 

The keyword here is communication. If we communicate 
with one another and speak what’s on our minds, then we 
won’t have this kind of confrontation. And with this, no one 
will be hurt in the Atari community and we can develop close 
relationships with our long distance neighbors, and get the 
most out of their/our computers. 

Walter Kozial, Jr. 

Chicopee, MA 

Dear Walter, 

The conflict you speak of is news to me. I suspect the 
local clubs here have enough trouble just keeping themselves 
together without having time to worry about clubs in other 
states. Clubs, of any type, need strong, dedicated leadership 
to prosper. Without that, they just wither away. 

Joe Waters 
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YGuknnwthe problem. You’d like to 
create some new sounds, or load some 3rd 

■ sounds, but don’t want to lose your 
jy ©resets. Or you’re worried about 
wJbatll happen to your sounds when the 
keyboard’s battery dies. You need to save 
your sounds... butyou’d go broke buying 
a piece to save each 
set of 30-100 sounds. And you’ll need 
several cards for every instrument you 


NbWj With Onuu-Baiiker, you can save 
thousands ^ sounds on a single, inexpen¬ 
sive floppy disk. It handles not only your 
synthesizer keyboards and sound 
modules, but also drum machines, effects 
boxes, patchbays, and more... over 300 in¬ 
struments from more than 50 companies! | 

After you’ve saved them, you can get your 
sdiihds organized exactly the way you 

want, and even create custom banks by 
simply dragging sounds between windows. 

And if you've ever been frustrated trying 

two buttons and a 
Sfiplayph your instrument, 


Pius, imagine being able to see a whole 
bank of sounds at once on your screen, 
instead of scrolling up and down on a one- 


all your 

I 


can be a real tune-saver. 




Since Omni-Banker also runs as an 
accessory, you can load and audition new 
sounds while you’re recording a song, 

wiflimit Avar lanviiiff mfetii* lUvniATt/Kar 

Nothing could be faster or more 
convenient! 

Omni-Banker is an established performer, 
proven in use all over the world in hotdbi 
and pro-studios for over six years. It 

budding musician in your family! So 
order a copy today, and start enjoying the 

S Mwer, economy, and ease of use that only 
bmi-Banker can offer. '• 


Please rush a copy of Omni-Banker ST to: 

Name- 

Address- 

City- State_Zip_ 

Payment: Check, Money Order, COD ($3 fee) 
(shipping is FREE through 1993! $5 after.) 


Supports: 

360 Systems 
ADA 
Akai 
Alesis 
Anatek 
Architectural 
Acoustics 
ART 

Audio Media 
Research 
Baldwin 
BiT 
Boss 
Casio* 

Cheetah 
CM Automation 
Crumar 
Digital Music 
DigiTech 
Doepfer 
Elka 

E-mu Systems 
Encore 
Ensoniq 
Fender 
Forat 
Gallien- 
Krueger 
Grey Matter 
Groove 
Invision 
J.L. Cooper 
Kawai 
KMX 
Korg 

Lake Butler 
Lexicon 
Linn 
Midia 
Moog 
Oberheim 
Orla 
Peavey 
Rane 
Rhodes 
Rocktron 
Roland 
Sequential 
Circuits 
Siel 

SSL Limited 
Unique 
Voyce 
Voyetra 
Waldorf 
Yamaha 
Zoom 


Requires: 

• 520 ST & up 

• SS/DS floppy 

• m/c monitor 
(>=640 x 200) 

Compatibility: 

• ST/STe/TT 

• Falcon/STacy 

• MultiTOS 

Not copy prot’d! 
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World’s First 64-bit 
Game System 

for Under $250 
Four Jaguar 
Games Ship 



SUNNYVALE, CA.—November 4, 1993—Atari 
Corporation today announced the availability of Jag¬ 
uar, the world’s first 64-bit interactive multimedia 
home entertainment system. Jaguar offers a futuris¬ 
tic 3D game platform to home users at a suggested re¬ 
tail price of $249. Atari also announced the availabili¬ 
ty of four game titles for Jaguar including Cyber- 
morphy which will be bundled with the Jaguar sys¬ 
tem; Crescent Galaxy; Evolution-Dino Dudes; and 
Raiden. 

Producing superior special effects and breathtak¬ 
ing color graphics, Jaguar depicts animated objects 
that appear to have no restrictions on how fast they 
run, fly, blast or retaliate. Each fast-paced video ad¬ 
venture surrounds players with Jaguar’s 16-bit 
CD-quality audio, bombarding users with the realistic 
sound of human voices, racing cars, soaring jets and 
colliding worlds. 

“Jaguar revolutionizes the video game industry by 
re-setting the standards for system performance and 
price,” said Sam TVamiel, president of Atari. “Jaguar’s 
advanced technology has the power to transform each 
player’s living room into the game arena of their 
choice, whether it be a blazing battlefield, a careening 
space capsule or an embattled fighter plane. Atari 
founded the video game market and we are proud to 
be leading the industry to the next generation of mul¬ 
timedia video entertainment.” 

64-bit Make Multimedia a Reality 

Jaguar’s 64-bit technology means it processes over 
100 times as much data at one time than 16-bit sys¬ 
tems and is twice as fast as 32-bit products, which 
are slated to begin arriving on the market this year. 

TVamiel said, “We’ve never believed in launching 
incrementally better designs. By skipping over the 
32-bit architecture, Atari has made quantum leaps in 


order to give customers the best performance for the 
price. Jaguar offers game enthusiasts the opportunity 
to enjoy tomorrow’s hot multimedia technology today.” 

Specifically, Jaguar’s 64-bit technology translates 
into: 

☆ Spectacular true color graphics and video effects, 
with more than 16 million colors displayed during 
full-speed game play 

☆ Three dimensional images moving in real-time 
that rotate, distort and change texture 

☆ Unparalleled animation speed, which does not 
limit how fast players can drive, run, shoot or 
duck oncoming objects 

☆ CD-quality sound blasting realistic sound effects, 
including dramatic music, lifelike human voices, 
screeching race cars and soaring fighter planes 

☆ Adaptive lighting which adjusts to accommodate 
changes in distance and intensity 

“The 64-bit power of Jaguar can give users 100 
percent control over the action rather than positioning 
them as simple pawns in the middle of the game play¬ 
back. Jaguar players can manipulate three-dimen¬ 
sional shapes in three-dimensional worlds that 
change in real time, without needing to pause to allow 
the machine’s processor to catch up,” TY-amiel said. 

Game Availability 

Tb date, more than 20 leading developers have 
signed on to create game titles for the world’s most ad¬ 
vanced interactive game system. Supporting Atari’s 
mission to provide players with the best quality soft¬ 
ware in the market, Time Warner will make its li¬ 
brary of video clips available to Atari and its licensed 
publishers for use in programs for the Jaguar. 


Page 8 


Current Notes 


Vol. 13, No. 10 




As of mid-November, the following Atari Jaguar 
games will be available: 

★ Cybermorph— Cybermorph , which is bundled 
with Jaguar, makes the player a One-Man Rescue 
Probe sent into an interplanetary battlefield to rescue 
stranded survivors. As he flies in a real-time tex- 
tured-mapped, polygon-based world, his craft, the Cy- 
bermorph, can assume different forms as he cruises 
over hills and valleys that look realistic, with lifelike 
shadows. A holographic face, Skylar, speaks to the 
player, giving him information as he races toward all 
50 planets to complete his mission. 

★ Crescent Galaxy— The player, Trevor McEbr, 
and his sidekick, Cutter the Lynx, blast through five 
worlds filled with asteroids, nasty creatures and digi¬ 
tized protagonists. The game features fall textured 3D 
renderings of creatures and planets with 14 levels re¬ 
flecting five different worlds. ($49.99) 

★ Evolution-Dino Dudes— This caveman sur¬ 
vival game combines 80 great levels of 3D true-color 
background graphics and CD-quality music. As a plat¬ 
form puzzle game, caveman characters are taught to 
survive by avoiding man-eating dinosaurs, discovering 
the spear, making fire and physically running, jump¬ 
ing and climbing their way up the evolutionary ladder. 
($49.99) 

★ Raiden— In this action-packed military bat¬ 
tle, the player controls the aircraft flying over enemy 
territory, shooting realistic military tanks and other 
aircraft while avoiding enemy gunfire and hidden mis¬ 
siles. This is the ultimate arcade game conversion, al¬ 
lowing the player to use a vertical scroller to control 
the aircraft as he dodges bullets, bombs, flames and 
debris. ($49.99) 

Two additional games are slated for availability in 
early 1994: 

★ Alien vs . Predator— This tunnel/maze game 
has texture-mapped walls and striking digitized ren¬ 
derings of monsters. The player selects to be the Al¬ 
ien, the Predator or the Marine Corporal. The Alien, 
complete with a tail that whips around, and nasty 
jaws, smoothly scales walls to pounce upon his unsus¬ 
pecting prey; the Predator uses sophisticated weap¬ 
onry and superior infrared night vision to seek out his 
victims and the Marine Corporal depends on his piles 
of ammunition and sophisticated miltiary combat 
computer skills to hunt and defend. Camera speed 
races at a high frame rate to create the ultimate in 
chase sequences. 

★ Checkered Flag U—Jaguar Formula Racing 
hits its peak using real-time 3D generated action that 
allows the game player to customize racing cars. Cars, 


buildings and roads are rendered in real-time 3D. 
Racing speed is intensified by 100 percent-true sound 
effects; crashes are realistic in both sound and im¬ 
agery, with parts flying and tires screeching. With 
this sweaty-palms racing game, players will practi¬ 
cally feel the wind in their hair. 

Pricing and Availability 

Available in New York and San Francisco in 
mid-November, Jaguar is priced at $249. A complete 
roll-out in the United States and Europe is slated for 
early 1994. Video games are expected to range from 
$39 to $69. In 1994, Atari plans to release a $200 
double-speed Jaguar CD peripheral, which will play 
conventional audio CDs and Jaguar game CDs. 

Jaguar is the only video game system manufac¬ 
tured in the United States. Atari has contracted IBM 
corporation to manufacture the Jaguar in its Char¬ 
lotte, N.C. plant. IBM is also responsible for all com¬ 
ponent sourcing, testing, packaging and distribution. 


Afani fayucvi 'fact Sleet 

Product Description: Jaguar is the world’s first 
64-bit interactive multimedia home entertainment 
system. 

Architecture: Jaguar features a 64-bit architec¬ 
ture, making it the world’s most powerful game 
system. Jaguar is more than twice as fast as 32-bit 
platforms. 

Main Features: High-speed animation; Realistic, 
textured 3D graphics; CD-quality sound; Rich, 
striking color display; Arcade-quality output; Sleek, 
high-tech system design; Advanced controller with 
customizable 12-button keypad. 

Available Games: Available in mid-Novem¬ 
ber 1993: Cybermorph (bundled with Jaguar); Cres¬ 
cent Galaxy; Evolution Dino-Dudes; Raiden. 

Manufacturer: IBM Corporation’s Charlotte, N.C. 
facility will manufacture Jaguar. Jaguar is the only 
video game entertainment system made in the 
United States. 

Price: Jaguar’s suggested retail price, bundled 
with Cybermorph video game, is $249. All other 
available Jaguar video games are $49.99. 

Future Options: Double CD-ROM drive periph¬ 
eral; Interface to allow friends to play over phone 
and cable lines; Virtual reality helmet. 

Retail Availability: Jaguar can be purchased in 
New York and San EVancisco in mid-November. A 
complete product roll-out in the United States and 
Europe is slated for early 1994. 
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THE REVIEWERS 


Silicon Valley’s best-kept secret has suddenly become 
an all-too-cool reality. Atari Corporation is finally un¬ 
leashing its Jaguar-a 64-bit super system that will be 
staring down the Genesis, SNES and 3DO ... Multi¬ 
media and networking are the wave of the future, and 
Atari’s got a bunch of secret weapons to add more bite 
to the Jag. It [Atari] may well become king of the jun¬ 
gle once again. 

— The Desk Jockey, GAMEPRO Magazine 

The combination of the $200 price tag and the 64-bit 
technology is totally revolutionary ... this could go 
through the roof. 

- Bill Kunkel, Electronic Games 

Yikes, a 64-bit system for $200 bucks, sign me up! ... 
Atari is sure to pick up tons of support, as just about 
every enthusiast gamer will be banging at the door of 
their local game stores as soon as the system is re¬ 
leased. How can you go wrong? A 64-bit system for 
$200 ... ’94 should be an interesting year. 

- GameFan Magazine 

Fbr $260 [product bundled with software], Fm very 
impressed with the Jaguar ... I would actually spend 
my own money-not a lot of journalists would say that 
about a product. Rut, I would go out and buy a Jag. 

— Glenn Rubenstein, San Francisco Examiner 

This is one powerful cat. Atari says there’s never been 
anything like it and we believe it... The audio system 
offers 16-bit stereo CD-quality sound and can repro¬ 
duce realistic sound effects as well as lifelike human 
voices. Big game hunters will hear this cat coming! 

— Joyce Worley, Electronic Games 

Analysts agree that the Jaguar is technologically in¬ 
novative, boasting a new 64-bit system that’s much 
faster than the 16-bit Sega and Nintendo machines. 

- Louise Lee, Oakland Tribune 

This machine will be a great piece of hardware ... 
They [Atari] are well beyond what Sega and Nintendo 
have for their game machines ... The graphics are ex¬ 
tremely impressive. 

— Wfes Nihei, GAMEPRO Magazine 

Atari’s snazzy new video game machine uses sophisti¬ 
cated technology to play games with near movie-qual¬ 
ity animation and high-fidelity sound. 

- Ken Siegmann, San Fhancisco Chronicle 


Attention to Detail (Cybermorph) 

★ Every developer wants to create a game that 
makes the player experience the intensity of the 
adventure. Getting the Cybermorph craft to 
“morph” into different forms that appear to mold 
with the landscape it flies over achieves this goal. 
Players will find that the speed and the motion of 
the craft causes their own bodies to rise and fall 
in their chairs. Their heads will jerk in reflex re¬ 
action to oncoming obstacles and their hands 
must react quickly in order to bring the craft and 
survivors safely through the mission. 

★ When creative ideas pop into our minds. Jaguar’s 
flexibility lets us take advantage of more sound, 
more color, more images, more layers of texture, 
smoke, fog-everything we need to make it hap¬ 
pen. 

★ Jaguar’s strength is that the player feels the ac- 
tion-he can enjoy the exhilarating speed and en¬ 
ergy as he flies the ship straight down into a can¬ 
yon. 

★ We took advantage of the CD quality sound and 
stereo capabilities to enhance the player’s experi¬ 
ence. If game players wear headphones while they 
play Cybermorph, they will actually hear shots 
coming from the left before they see them. Also, 
the holographic face uses the audio capabilities in 
its eerie speaking voice. 

[Attention to Detail, Unit 3, Nunhold Business Centre, 

Dark Lane, Hatton, Warwick, England CV35 8XB. 

Phone 44 926 843 444; Fax: 44 926 843 363.] 

Atari Corp (Crescent Galaxy) 

★ The difference between developing for conven¬ 
tional game platforms and developing for Jaguar’s 
64-bit architecture is like the difference between 
driving a Hyundai and a Formula One race car. 

★ Developers benefit greatly from Jaguar’s high 
processing speed-it allows them to push the lim¬ 
its of 3D graphics. They can use up to 16 million 
colors as well as endless textures and display 
them all on the screen at one time. Working with 
3D true-color images allows developers to ensure 
games look real. 

★ Jaguar allows for wonderful game play. Ultimately, 
this is what the consumer is looking for. 

[Atari Corp, 1196 Borregos Avenue, Sunnyvale, CA 

94089-1302. Phone: (408) 745-2000; Fax: (408) 

745-8800.] 
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Imagitec (Evolution Dino-Dudes/Raiden) 

* With Jaguar, developers are able to actually cre¬ 
ate what other platforms will not support. What 
was once a mere fantasy in the developer’s mind 
can come to life with Jaguar’s 64-bit animation 
speed, true-color graphics and CD-sound. Jaguar 
blurs the fine line between reality and fiction. 

* The main benefit of developing video games for a 
64-bit architecture is that it opens up new av¬ 
enues for art work. This gives developers the abil¬ 
ity to express complex ideas in video form. 

* Creating on platforms with less processing power 
would be like steping backward-stunting the de¬ 
veloper’s creativity with old boundaries. There’s 
no turning back now. 

[Imagitec Design Inc., Suite 202-204, Field House, No. 

15 Wellington Road, Dewsbury, West Yorkshire, Eng¬ 
land WF131HF. Phone: 44 924 461 115; Fax: 44 924 

463 601.] 

Rebellion (Alien vs Predator/Checkered Flag II) 

* Jaguar is 100 percent faster than anything else in 
the market ... with Jaguar there are no limits. 
The 64-bit power gives you complete creative free¬ 
dom. 


* The question is no longer what we can or cannot 
put on the screen. With Jaguar, the speed and 
tools are available. Now we are faced with the 
wonderful challenge of getting our great ideas im¬ 
plemented. 

* The first thing players will notice is Jaguar’s 
spectacular colors and 3D images. Jaguar allows 
developers to overcome all previous video bounda¬ 
ries to deliver realistic, high-speed 3D worlds. 

* The video possibilities we thought were mere sci¬ 
ence fiction are becoming science fact. Jaguar has 
permitted developers to turn their wildest ideas 
into realiiy-to introduce a virtual video dream¬ 
land. 

* As for the future, Jaguar will continue to chal¬ 
lenge developers and players. A CD peripheral 
further expands storage space-opening up even 
more creative avenues. And, Jaguar’s virtual real- 
ity helmet will put even more motion in the game. 
Players will find it difficult to distinguish reality 
from game fiction. 

[Rebellion Software Ltd., Magdalen Center, Oxford 

Science Park, Oxford, England 0X4 4FA. Phone: 44 

865 784 555; Fax: 44 865 784 556.] 


What can you do with Marcel? 

Stories, articles, songs, personal letters, novels, 
school papers, poems, journal entries, plays. 

^y (Not necessarily in that order.) 


Marcel makes it easy. 






Check out these great features: 


Only 


GEM-based, with on-screen text 
styles. 

Automatic re-formatting 
User-defined templates 

Instant-access writer’s note pad 
(saved but not exported or 
printed) 

Easy accented letters 

Instantly selects words, 
sentences, paragraphs, and 
clauses 

Word count and other stats 


■ 45.000-word spell checker (British 
list available) 

■ Programmable function keys for 
instant text 

■ Exports in RTF (the PC/Mac 
standard), lst-Word, ASCII 

■ Imports RTF. lst-Word, 
WordPerfect 4.1, ST-Writer, others 

■ Printers include Epson, Atari Laser, 
HP LaserJet/DeskJet, IBM, and 
user-defined 

■ Budget-priced 


us' 


,$ 49.95 

Pick up your own copy of Marcel Word Processor at a 
friendly Atari deader. Or you may order direct by maiL 

1 - 800 - 535-4290 


Marce 


SOFT WA R E 
of California 

For the writer In you... 


For Atari ST/TT/Fakon. MuldTOS compatible. 512KB RAM min. 
Medium resolution or higher. Shipped on 1 DSDD. 


Upgrade To Version 2.2 for $10 & Original disk 
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1 . What does 64-bit mean? 

“64-bit” refers to the amount of data Jaguar can process 
at one time. Because Jaguar processes data 64 bits at a 
time—versus 8,16, and 32 bits for other video game sys¬ 
tems—Jaguar delivers unprecedented animation speed, 
true-color graphics and stereo CD-quality sound. Jaguar is the 
world’s first 64-bit interactive multimedia home entertainment 
system. 

2. What are the main differences players will no¬ 
tice when using 64-bit systems as compared to 
conventional machines and newer 32-bit sys¬ 
tems? 

The biggest difference players will notice is an enormous 
increase in the overall speed and smoothness of objects in mo¬ 
tion in their video games. Game players will be able to ma¬ 
nipulate and respond to game action much more quickly and 
objects will travel at high animation speed. In addition, play¬ 
ers will notice a significant improvement in the appearance of 
their vide games: colors will be brighter and more numerous, 
graphics will appear clearer and extremely realistic, 3D ob¬ 
jects will feature multi-textured surfaces, special effects will 
be much more sophisticated and games will include 
true-to-life lighting and shadows. Game realism will also be 
enhanced by sound effects generated in CD-quality audio. 

3 . How does Jaguar achieve its 64-bit processing 
power? 

Jaguar achieves its processing power through an ad¬ 
vanced architecture that features a 64-bit data bus. This bus 
acts like a 64-lane freeway, permitting data “traffic” to flow 
64-bits at a time. Five processors work together to move data 
through the bus including: 

★ The Atari-proprietary 64-bit Graphics Processing Unit 
(GPU) with RISC technology—responsible for delivering 
Jaguar’s complex 3D graphics at high animation speed. 

★ The Atari-developed 32-bit Digital Signal Processor—de¬ 
livers Jaguar’s CD and stereo sound capabilities 

★ The Object Processor—provides an advanced video envi¬ 
ronment 

★ The Blitter Graphics Accelerator—rapidly manipulates 
and copies images 

★ The 6800016-bit processor—manages secondary 
processing functions 

4. If Jaguar includes a 16-bit processor, how 
can it be a true 64-bit system? 


Jaguar is a true 64-bit system because it moves data 
through a 64-bit data bus. While it includes a 16-bit processor, 
this processor plays only a minor role in system performance. 
This processor acts as a necessary, but less important, stage 
hand—managing minor processing functions, including read¬ 
ing joystick commands and distributing workloads to system 
components. 

5 . In video game systems, what is the relation¬ 
ship between processing speed and video graph¬ 
ics? 

The processing speed of a video game platform has a di¬ 
rect relationship to the quality of video graphics it is capable 
of generating. When graphics are complex and include many 
colors, the system needs more power to maintain high-quality 
animation speeds from cartridge to screen without degrada¬ 
tion. 

Atari Jaguar’s 64-bit processing speed allows the system 
to display more than 16 million colors with an animation 
speed greater than 850 million pixels per second. This means 
Jaguar’s 3D graphics are very realistic, with bright colors and 
fast moving action. 

This performance is significantly better than that of 
32-bit machines, which display 16.7 million colors, but are 
only able to move 64 million pixels per second. This means 
Jaguar’s 3D graphics are very realistic, with bright colors and 
fast moving action. 

This performance is significantly better than that of 
32-bit machines, which display 16.7 million colors, but are 
only able to move 64 million pixels per second. In other 
words, 32-bit systems have just as much color traffic as Jag¬ 
uar, but they are trying to squeeze the same number of colors 
onto a 32-lane highway instead of a 64-lane freeway. This can 
result in grainier graphics, fewer colors used and slower ani¬ 
mation speed. 

6 . How has Atari been able to leapfrog 32-bit 
systems? 

Atari Corporation has been able to leapfrog 32-bit sys¬ 
tems because the company made a commitment to meet the 
needs of the industry by making a quantum leap to the 64-bit 
architecture. Atari backed this commitment with resources, 
including the world’s finest engineers and the industry’s most 
experienced management team. This combination of vision, 
dedication and talent allowed Atari to build Jaguar’s propri¬ 
etary 64-bit hardware and deliver Jaguar to customers while 
the company’s competitors were still struggling to develop and 
market less powerful products. 
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7. How is Atari able to offer advanced 64-bit 
technology at such a competitive price? 

Jaguar retails for $249 (bundled with one video game), 
when much less powerful systems are selling for $700 and up. 
Atari is able to offer the world’s most advanced video game 
system to consumers at such an affordable price because: 

★ Atari hires and retains the world’s best engineers. This 
allowed Atari to reduce Jaguar’s time-to-market by ensuring 
the development cycle was efficient and the design was high 
quality. 

★ Atari is the sole investor in Jaguar and thus, operating 
overhead is much lower than it is for competitive systems in 
which multiple investors receive a portion of the profits. 

★ Atari founded the video game industry and was able to 
apply more than 20 years of expertise to the cost-efficient de¬ 
velopment of Jaguar. 

8 . How do developers benefit from Jaguar k 
64-bit processing power? 

With Jaguar, developers enjoy unsurpassed ease in creat¬ 
ing real-time 3D worlds. Because developing games for Jag¬ 
uar is easier and less time consuming than it is for conven¬ 
tional platforms, developers are able to spend much more 
time on the creative process. Creatively, Jaguar’s 64-bit 


processing power gives developers the flexibility to create 
Orevolutionary video games that are much richer in color, ani¬ 
mation, texture and sound than traditional game systems. 

9 . What will be the industry standard for inter¬ 
active multimedia performance? 

Atari’s Jaguar has moved ahead of the competition to set 
the industry standard for interactive multimedia performance. 
Jaguar’s 64-bit technology gives players the features and func¬ 
tionality they need today while also supplying the power and 
components, such as virtual reality and CD-ROM, to ensure 
they can move successfully into the future. It will be years be¬ 
fore players and developers exhaust Jaguar’s potential and 
competitive systems catch up to Jaguar in terms of price and 
performance. 

10. What lies ahead for Jaguar users? 

Jaguar’s advanced 64-bit technology will allow users to 
expand the system’s capabilities by adding peripherals without 
decreasing system performance. For example, in 1994, users 
can look forward to the release of Jaguar’s CD-ROM periph¬ 
eral. Atari also plans to develop and market a Jaguar virtual 
reality helmet. 

[Questions and answers supplied by Terry Valeski, Atari Cor¬ 
poration, (408) 745-8852.] 


Over 28,000 software 
files in our library 
with the best online 
support for: 


• Calamus SL 

♦ XBoot 

♦ Calamus 1.09N 

• DataDiet 

• DynaCADD 

• Spelling Sentry 

• GEMulator 

• GramSiam 

• Image Cat 

o Hyperlink 

• Multi Viewer Graphics 

• Hayai 

• ScanLtte 

• El Cal 

▼ rfWIfl rani 

• Starbase 

• Rosetta 

• Lattice C 

• Phoenix 812 

• HiSoft C Interpreter 

• Kldpublisber Professional 

• DevPak 

♦ Kidpainter 

o PILOT 

• Telegram 

• Geography Tutor 

♦ Multiplay 

• STalker 

♦ Super Kkfgrid 

• STeno 

♦ WbrdFWr 

• TrackerST 

• Informer II 

• EdHak 

• Outline Art 

• CManship 

• NeoDesk 

• GFA Basic Toolkit 

• Cardfile 

• GFA Basic 


THE ATARI ACTION IS ON 


GEnie' 


The Official 
information service 
of Atari Corporation. 



• DEKA 

• Flash H 

• Lottodds 

• PowerNet 

• Spectre OCR 

• King 's Quest IV 

• Compo 

• Convector 

• CaIHgrapher 

• Timeworks Publisher II 

• 1st Graph 

• STraight FAX 

• Silhouette 

• The Atari ST Book 

• Warp 9 

• Type Art 

• Cyrel Sunrise Graphic Card 

• CompoScrip! 

• Home Accounts 2 

• ST Accounts 


• Safari Fonts 

• Universal Item Selector IH 

• Universal Network 

• invision Elite 

• Mug Shot! 

• Diamond Back II 

• Diamond Edge 

• ST Assembly Language 

• That's Write 

• MegaPaint Professional 

• DC Utilities 

• Avant Vector 

• Arabesque Professional 

• Sudden View 

• DC Desktop 

• DC Shower 


• HiSoft Basic 

• Hard Disk Sentry 

• and the list goes on and 


Get online today. 

1. Set your communications software for half duplex (local echo), at 300,1200 or 2400 baud. 

2. Dial toll free: 1-800-638-8369 (or in Canada, 1-800-387-8330). Upon connection, enter HHH 

3. At the U#=prompt, enter XTX99437,GENIE then press <RETURN>. 

4. Have a major credit card ready. In the U.S., you may also use your checking account number. 

Need help or more information? In U.S. & Canada call 1-800-638-9636 or write: 

GEnie, c/o GE information services, P.O. Box 6403, Rockville, MD 20850-1785 


' Non prime time rates are avattaoie Monday to rnoay o.uu pm io am tocai nnw ana an oay oaiuruay, oujiuay <snu hwwmoi ~ ~~~~ — - vvrv 

This ad was produced using an Mari Workstation and Calamus SL, which is supported on GEnie by DMC Publishing category 16 on page 475, i. All trademarks aid tradenames are the property of their respective holders. 
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What precisely do the new features found in the Jaguar offer 
game players? Below we offer a list of the new Jaguar techno¬ 
logical features and the specific benefits they provide. 

Architecture - Unprecedented System Performance 

64-Bit Data Bus allows the Jaguar to process over 100 
times as much data at one time than 16-bit games and twice as 
much as 32-bit game systems. This significantly increases 
speed and lets game players experience superior graphic per¬ 
formance and animation action. 

Speed and Graphics - Unmatched Speed, Animation 
and Color 

64-bit Graphics Chip delivers complex 3D graphics at high 
animation speed. It packs the screen with 16 million colors in 
24-bit true-color during full-speed game play. With Jaguar, 
each pixel (screen images are made up of thousands and even 
millions of pixels) can be one of 16 million combinations, 
making each video game rich in 3D color. An unlimited 
number of textures can be placed on the screen as well. This 
chip allows the Jaguar to be connected to televisions in both 
the United States and Europe. Atari offers two versions of Jag¬ 
uar, one that is compatible with the United States’ NTSC 
5225-line color-TV system and one for the PAL European 
625-line color-TV system. 

BlHter/Shader works closely with the Graphics Processor 
and die Object Processor to render shaded polygons and move 
on-screen objects at full bus speed. It performs graphic accel¬ 
eration, delivering a foil range of logical operations at the 
maximum bus speed including special effects such as buffer¬ 
ing and shading. 

Programmable Object Processor allows players to experience 
video games that include a combination of the best video 
resoltuions while maintaining foil graphic speed and interac¬ 
tivity. The interaction among the Blitter, the 64-bit Graphics 
Processor and the Object Processor add to Jaguar’s un¬ 
matched 3D graphics and video performance. 

MC68000 Chip manages minor processing functions includ¬ 
ing reading joystick commands and seamlessly distributing 
these commands to the appropriate system components. The 
68000 chip requires a minimal amount of bandwidth to per¬ 
form its duties, freeing resources to allow Jaguar to perform 
more complex processing activities. 

Audio - CD-Quality Sound 

Digital Signal Processor generates CD-quality stereo sound. 
Games are filled with realistic sampled sounds including hu¬ 
man voices, cars racing, jets soaring as well as a wide range 
of music and sound synthesis techniques such as wave table, 
FM, AM and sampled synthesis. 


Design - Sleek, Futuristic Design 

Black 17-Button Controller lets game players interact with 
video environments through an advanced 17-button controller 
that features three fire buttons, two select buttons and a 
12-button keypad. Plastic overlays slide onto the 12-button 
keypad to provide additional options during game play. 

Comlynx 1/0 allows game players to network multi-con¬ 
sole games with their Jaguar. 

Two Controller Ports allow the addition of new external dig¬ 
ital and analog interlaces. Players can also use these ports to 
connect keyboards, light guns and mice. 

Storage Capacity - Quick System Response Time 

16-Megobytes of RAM enable game players to access an en¬ 
tire 16-Megabyte game in Random Access Memory space, 
eliminating the screen performance delays found in traditional 
consumer entertainment devices. 

Compression - High Quality Game Playback 

ROM Cartridge supports a capacity of 48 Megabytes of 
compressed or uncompressed code. Enables complex games 
to run on Jaguar without any degradation in speed or quality. 

Special Effects - Realistic, 3D Animation 

lighting permits Jaguar to automatically illuminate objects 
based on their location relative to the light source(s). For ex¬ 
ample, if the video environment is a race track in the evening, 
the moon light will beam off the tops of the polished racing 
cars, creating realistic shading. 

Morphing transforms animate and inanimate objects from 
one image to another. A frog can become a prince, a lamp 
may transform into a genie and a battleship can turn into a 
submarine, all in real-time. 

Texture Mapping wraps simple and complex images onto 
any 3D object to achieve special effects like flashing lights, 
aging and speed. An unlimited number of textures and images 
can be made part of the surface of complex objects. 

Transparency enhances video scenes where smoke, shad¬ 
ows and/or fog add realism to the game experience. 

Warping produces realistic simulations of the interaction 
between physical objects, such as a football bounding off the 
ground. It is also used to produce cartoon-like imagery. 

Expansion Features - Future Options 

8-Megabit Per Second Synchronous Serial Port provides game 
players with the flexibility to add new peripherals, such as 
modem interfaces and virtual reality devices. A high-speed 
telephone interface planned for 1994 will let users play against 
friends over phone lines or connect with national networks. 

Double-Speed CD-ROM Drive, planned for 1994, this periph¬ 
eral will allow game players to play video games via 
CD-ROM, CD audio and foil-motion video. 
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Holiday MUM Specials 



50Mb scsi 4 

Hard Drive System 

** >329" 4 


why settle for anything less... 


HARD DRIVE SYSTEMS 



* 175 ! 


| Comptete SCSI Systems: < 

it - 

H 160Mb System 939!* (■ 

1 248Mb System 539!* J 

| 340Mb System 599!* / 

|| 44Mb Removable System * 399!* c 

| 88Mb Removable System * 599!* 

| 105Mb Removable System * 699!* > 

:| * Removable Syquest media A 

I cartridges extra. Combination 

H m{iM fixed hard drive & removable 
Syquest systems also avaSable . 

§9 

|U Syquest Removable Media Cartridges: 

44MB (5.25') Syquest Cart Zfc" 

88MB (5.25') Syquest Cart, /ft" 

105Mb (3.5') Syquest Cart. 79!* 


CsssAfcms: *tW \[ - 

Computer STudioFlle SCSI \ ‘ I 

case comes complete with 
power supply fan. power switch, power light, 
power cord, internal ribbon cable with two 50-pin 
drive connectors. 2 external SCSI Centronics 
connectors, and 2 half-height drive bays. 

Add a SCSI cable for use with a Falcon030 or 
TT030 workstation. For use with an ST/STe/ 
Mega/MegaSTe add an ICD Link host adapter. 



1%e Juture Mas ^^_AATART 

FALCON 030 

Personal Integrated Media 
System for the Real World! 

Come visit the mountains at our expense — we’ll gladly 
provide you with a $100 travel allowance to be credited 
against a Falcon030 purchase if you have to travel over 
100 miles (or across state borders) to get to us. 


KAWAI _ 

K4,@*EP 

16-bit Digital Synthesizer 

16-Voice 16-Bit Digital Sample & Wave 
Synthesizer. 6 Individual Outputs. Fully 
Programmable Drum Section, 8 Instrument 
Mulfi-Timbral Capability. Rack Mount Design. 


1499 ! 


fads up to Cubase, the litmate Sequencing 
and Scoring software for the ST, TT030 and 
Falcon030. For a iritcd time only, trade in yoir 
original program disks and Owner’s manual title 
page from Notator, Notator Logic or Creator & 
get Cubase at an incredbb 50% Off! 

Now Only *299?° with trade-in 


And_ tf you don’t have one of the approved trade- 
up titles, wefl stl give you $200 off Cubase 
anyway! New only *399 without trade! 


Ready to 
trade up to a 
new system? 
We will 
gladly 
accept any 
unmodified 
Atari system 
in trade 
towards a 
new Atari or 
IBM/PC- 
compatible 
System. Call 
for details. 


Rack Mount module 


Aims 

TT030" 

Cait far Information and Pricing. 

Don’t see what you're looking for? 
Call us or contact us in GEnieMail 
(address S.WINICK"). We probably 
have what you're looking for. or can 
get it real quickly. 



Computer 
Studio 

Westgate Shopping Center 

40 Westgate Parkway Suite D • Asheville, NC 28806 


Phone: (704) 

251-0201 


Toll-Free Order Line 

1-800 

253-0201 
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Atari Industry 

News and Announcements 


APE Newsletter Launched Grocery Lister Version 4j0 Released 


The Atari Portable Entertainment (APE) Newslet¬ 
ter has been covering the Lynx since 1990, providing 
its readers with the kind of news and game playing 
tips necessary to thoroughly enjoy the most powerful 
portable system available. The Lynx is about to get a 
new powerful big brother (the Jaguar) and APE is ex¬ 
panding its coverage to both of these cats. APE now 
stands for ... Atari Power Entertainment. 

If you’d like to check out a FREE sample copy of 
the next issue, drop a message to me via Genie Mail. 
You’ll receive Issue 12 of APE, info on subscribing and 
on the availability of back issues. It makes an excel¬ 
lent Christmas gift! Send your mailing address to 
C.SMITH89 

Thanks for your support. Clint Smith, Editor, 
APE Newsletter. 

Slhlker Script Automates GEnie Access 

Oracle for Slhlker 1.02 by Paul Lefebvre is a 
STalker BackTALK script that automates access to 
GEnie. This is the first such program to work on the 
Ealcon030 and to perform its tasks in the background. 
Oracle allows GEnie users to cut their online cost be¬ 
cause it automatically sends and receives mail and 
BB messages, and downloads library files. Any mail 
or messages can be viewed offline and replies can be 
typed offline. To save GEnie users even more money, 
Oracle can be told to perform its tasks late at night to 
save on long distance charges. Oracle is fully compat¬ 
ible with Geneva and MultiTOS to allow all of its op¬ 
erations to be performed in a multitasking environ¬ 
ment. 

Oracle is SHAREWARE. Registration includes the 
latest version of Oracle installed in your name, the 
SThlky 1.2 type ahead buffer for Slhlker, and free up¬ 
dates. Free support is always available on GEnie. 

System Requirements for Oracle are : an Atari 
ST/STe/TT/Ealcon030 computer, and Slhlker 3 (SUeno 
is recommended). Oracle for Slhlker 1.02 (GEnie ver¬ 
sion) is available for $15 (plus $2 shipping) from: 

Paul Lefebvre 
78 Winter Street 
Portland, ME 04102 

Version 1.0 is available on the GEnie Atari ST 
RoundTable Library as file #30377. Questions? Leave 
email to P.LEFEBVRE or visit category 17, topic 22 in 
the BB in the Atari ST RoundTable. 


The Grocery Lister is a household utility program 
that allows you to compile a list of grocery items com¬ 
plete with current price and total estimated cost. The 
Grocery Lister can be used to determine approxi¬ 
mately how much you will spend at the store if you 
know the items that you need, or it can be used as a 
budget tool to allow you to select the items you most 
need or want if you only have a fixed amount to 
spend. The grocery database serves as a useful re¬ 
minder of items which you may need as you compile 
your grocery list. Finally, for those who have ‘errand 
boys’ do the shopping, The Grocery Lister will gener¬ 
ate a very neat and easy to read printout of the cur¬ 
rent grocery list. 

The Grocery Lister has many advanced features as 
well as an easy-to-use, mouse driven, multiple-win¬ 
dowed GEM interface. A single grocery database file 
can have grocery item information including item 
name, category, location, coupon or sale flag, a taxable 
flag, and a price for up to 4 stores. A grocery list can 
be created for up to 10 stores at one time by loading 
in other grocery database files. The list is then 
printed with items grouped by store so you know ex¬ 
actly what to get at each store. There is also a feature 
that will automatically select items from the store 
with the lowest price so you can price shop at multi¬ 
ple stores without thinking about it. 

The Grocery Lister also has many advanced edit¬ 
ing, sorting, and display options to provide maximum 
flexibility and ease of use. For example, the grocery 
list can be sorted by location so that items appear in 
the list as you would find them in the store. No need 
to search up and down the list to see if you missed 
anything on the canned goods aisle, the items are all 
right there in one spot on the list. 

The Grocery Lister has been tested on various ST, 
Slfe, Mega, TT, and Falcon machines and runs in any 
medium to high resolution. A partially disabled demo 
version is available on GEnie and various other 
on-line sources. (CN Library disk #839 includes the 
demo version of Grocery Lister as well as demos of 
EZDesk, MIDI Spy, and Version 2.04 of Mega-Check.) 

The Grocery Lister also has a flexible pricing 
structure. You can order the software direct from the 
author for $20.00 + $5.00 shipping and han¬ 
dling + $5.00 for a printed user manual. You can sub¬ 
stitute a blank floppy and large self-addressed 
stamped envelope for the $5.00 shipping charge or you 
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can choose to only receive the program documentation 
on disk. As a special bonus, The Grocery Lister comes 
with a database of nearly 1000 items! 

For more information or, to order your copy direct, 
contact: 

Randy Hoekstra 
3414 Norwood Circle 
Richardson, Texas 75082 
Genie: R.Hoekstral 

MIDI Master Drummer 2.5 

Zobozian Software announces the release of MIDI 
Master Drummer 2.5 . The best drum pattern genera¬ 
tor for the Atari ST/TT family of computers just got 
better! 

Already a powerful MIDI rhythm sequencer and 
pattern generator, MMD 2.5 offers the following new 
features: 

* Rill Falcon 030 compatibility. MMD 2.5 is now 
compatible with all versions of TOS and will run 
on all Atari ST/TT systems in both medium and 
high resolution. 

* Extensive online help. The entire manual is avail¬ 
able during program operation and individual 
topics may be selected from a menu. 

* Both formats of Standard MIDI Files are sup¬ 
ported. 

* Drum pitch input via MIDI as well as mouse. 

* Fall MIDI note range (0-127) 

* Programmable note velocities for accents. 

* Nameable patterns, phrases, and songs. 

* Randomizable phrases and songs (also shuffled 
and scrambled song part orders) 

* Many, many editing enhancements (like compress/ 
expand pattern) that save time and offer more 
control over rhythm parameters. 

MIDI Master Drummer 2.5 is available now from 
Zobozian Software. Only $44.95 (shipping incl.) Please 
send a check or money order to: 

Zobozian Software 
P.O. Box 6901 

Grand Rapids, MI 49516-6901 
For additional information, please call (616) 784-4570 
or fax to (616) 784-0193. 

Papa’s Grafik Guide to AtariWorks Word Processor 

The first in a trilogy of tutorial/reference books 
for AtariWorks users, Papa’s Grafik Guide to AtariWorks 
Word Processor is 100+ screen shots of AtariWorks WP 
in action with complete explanations of every docu¬ 
mented and undocumented function. Create Format/ 
Style macros, details of graphics handling (including 
text wrap around), import and format database 
records, newsletters, multi-column pamphlets/book¬ 


lets/brochures, text effects with Speedo fonts, use la¬ 
bel maker to create business cards, invitations, etc. 

Aimed at the beginning to intermediate level 
AtariWorks user, Papa’s Grafik Guide has meat in it for 
even advanced power users. 

Grafik Guides to AtariWorks Database and 
Spreadsheet planned for release in first quarter of 
1994. 

Sample copies are being mailed to Atari dealers 
throughout the US and Canada over the next few 
weeks and should be available off the shelf by Decem¬ 
ber. Price is $16.95. 

If you don’t have a nearby dealer or just can’t wait 
until December you may order direct from: 

Papa’s Grafik Press 
1228 N. School Street 
Honolulu, HI 96817 

Please include check or money order for $16.95 plus 
$2.00 shipping and handling. Your copy will be mailed 
via Express Mail within 24 hours of receipt of order. 

BA Announces 24~Hr Customer Support 

Branch Always Software, makers of the Gemulator 
3.0 Atari ST Emulator, are happy to announce the ad¬ 
dition of a new customer support phone number, ex¬ 
tended fax and voice hours, as well as new voice mail 
support. This will allow us to better support our cur¬ 
rent Gemulator product, handle orders faster, and 
support our new releases in the new year. 

Effective Monday November 15 our current phone 
number 206-885-5893 will become a dedicated fax 
line available 24 hours a day. Use the fax number to 
request ordering, pricing, and other product informa¬ 
tion, and specify whether you would like the informa¬ 
tion to be faxed back to you or mailed out. Be sure to 
include a return address or fax number. 

Our voice support is moving to a new number, 
206-369-5513, and will be available 24 hours a day for 
both live support and voice mail. Live support hours 
are being extended to 6 days a week, Monday through 
Saturday, from 10am to 3pm (eastern time) daily. Dur¬ 
ing all other hours of the week the number will access 
our new voice mail system allowing you to place or¬ 
ders and request newsletters 24 hours a day. 

If you have any questions about our Gemulator 
product, its pricing or availability, or need help using 
it, feel free tophone or fax us at the new number any 
time after November 15. Or write to us at the address 
below. 

If you have not yet received your copy of our Bra- 
soft News newsletter, please send us your name and 
mailing address to receive the current issue which 
discusses our Gemulator 3.0 product. You will also re¬ 
ceive our upcoming January issue which contains new 
product release announcements. 
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Branch Always Software, 14150 N.E. 20th St., 
Suite 302, Bellevue, WA 98007 U.S.A Phones: voice 
206-369-5513; fax 206-885-5893. Vfe can also be 
reached via email on GEnie at BRASOFT and on 
CompuServe at 73657,2714. 

Compo Announces Studio Photo 

Studio Photo turns your Atari computer into a 
complete photographic studio, providing a suite of 
tools to retouch images and much, much more... 

Studio Photo lets you create and retouch true col¬ 
or (24-bit) images on any Atari computer. It always 
works with an internal palette of 16.7 million colors, 
regardless of video display. If you load a 24-bit 
scanned image, you can successfully retouch it on any 
Atari, even a monochrome system. Studio Photo will 
adapt to whatever video mode you’re working in to 
display an image. 

Definable filters allow you to adjust brightness, 
contrast, and hue in an image. Preset filters are avail¬ 
able to quickly change brightness, contrast, and 
sharpness. Convolution filters let you dramatically al¬ 
ter images for practical and artistic effects. Convolu¬ 
tion filters are user-definable, but Studio Photo does 
include a set of preset filters including Derived, 
Lapladen, Sobel, Prewitt, Kirsh, sharpen, blur, out¬ 
line, and anti-aliasing. In addition, effects such as 
spherize, rotate, resize, mosaic, and mirror are 
built-in. 

The tool palette includes pencil, paintbrush, air¬ 
brush, sharpener, water (blur), finger (smudge), rub¬ 
ber stamp (copier), eraser, eyedropper (color picker), 
cropper, bucket (color fill), and others. Tbol param¬ 
eters include tolerance, opaque/hue operation, blur, 
strength, and brush size and shape. Tbols can be used 
directly or applied along a line or bezier curve. 

Studio Photo supports many file formats, includ¬ 
ing SEF, TIFF, GIF, Targa, PCX, IFF, Degas, 
Neochrome, JPEG, and Photo CD. A CD ROM driver 
is included for accessing and controlling a CD ROM 
drive. Studio Photo is enhanced on $hlcon030 comput¬ 
ers, optionally using DSP-based JPEG decompression 
for remarkably fast image retrieval. Studio Photo also 
includes separate programs for 68000 and 68030 
processors to make the most of your computer system. 

Studio Photo is available now for $99.95 from: 
COMPO Software Corp. 

104 Esplanade Ave, Suite 121 
Pacifica CA 94044 USA 

Tfel 415-355-0862; Fax 415-355-0869. GEnie: COMPO. 

Missionware Presents ... The Autumn Classic! 

Missionware Software has announced a sale on all 
of their software products. (These products were de¬ 


scribed in the November issue of Current Notes.) The 
products, the normal price and the sale prices are 
listed below: 


1. Crossword Creator II 

$34.95 

$29.95 

2. Word Search Creator 

$34.95 

$29.95 

Puzzle Pack (1+2) 

$49.95 

$44.95 

3. The Cryptographer 

$34.95 

$24.95 

All three (1+2+3) 


$59.95 

4. lottODDS 

$34.95 

$29.95 

5. Printer Initializer 

$24.95 

$19.95 

All Five 


$89.95 

Any three 


$59.95 


Flash II — There is no sale on Flash II right now; 
however, if you purchase Flash II for the regular price 
of $49.95, for an extra $15 you can purchase any of 
the above programs. Each additional program is only 
$15 more. Not only that, but when you purchase Flash 

11 with an additional program(s), we’ll ship every¬ 
thing to you postage paid! There’ll be no additional $4 
shipping and handling fee! 

These sale prices are good only through December 
31, 1993 and only from Missionware Software. We ac¬ 
cept checks, money orders, and Visa or MasterCard. 
Missionware Software 
354 N. Winston Drive 
Palatine, IL 60067-4132 USA 
Phone 708-359-9565. Electronic mail: BIX: 
jtrautschold; CompuServe: 71333,1003; Delphi: MIS¬ 
SIONWARE; GEnie: J.TRAUTSCHOL; Internet: 
jtrautschold@genie.geis.com 

All domestic and Canadian orders must in¬ 
clude $4 for shipping and handling (except for the 
special Flash II package mentioned above). Overseas 
orders must include $8 for shipping. Residents of Illi¬ 
nois must include 6.75% sales tax. 

SAC Exposition: 12-13 March 1994 

The second annual Sacramento Atari Computer 
Exposition will be held Saturday and Sunday, March 

12 & 13, 1994. The show will run from 10 am to 6 pm 
on Saturday; 10 am to 4 pm on Sunday. The event will 
again be held at the Tbwe Fbrd Museum near Old 
Sacramento: 2200 fVont Street, Sacramento, Califor¬ 
nia 95818. 

The museum in which the show will be held 
houses the world’s most complete antique Ford auto¬ 
mobile collection with over 170 vehicles. Near historic 
Old Town Sacramento, the Museum is just around the 
comer from the Crocker Art Museum, the California 
Railroad Museum, and the California State Capital 
building. As an added draw, showgoers will also be 
admitted free into the auto exhibits. 

\fendors interested in exhibiting at the show are 
invited to contact Nick Langdon, SAC Expo Vendor 
Coordinator, (916) 723-6425. 


Page 18 


Current Notes 


Vol. 13, No. 10 



METALFAB 

Atari Computers Provide a 
Complete Solution 


J Creative 
Solutions 

MS 

/jfljy Steve Jfifepg / J 

Atari computer owners ate a strange group. Frequently 
sheepish about the fact that our computer choice is “out of 
sync” with the rest of the computing world, we are none¬ 
theless proud of avoiding the pack mentality, staunch in our 
refusal to acknowledge computing reality’s harsh impinge¬ 
ment on our daily lives. On the other hand, we tend to be a 
fatalistic crowd, with a mindset like those of the defenders 
of the Alamo, surrounded by the legions of the MS DOS 
armies of Generalissimo Santa Ana. Many believers con¬ 
tinue to hold out against these overwhelming odds, deter¬ 
mined to give no quarter, but defectors are not uncommon. 
Into the midst of this conflict there occasionally stumbles a 
real wild card; seemingly rational business entrepreneurs 
who truly believe in Atari computers. We’ve studied a few 
such hearty souls in the previous installments, and once 
again, it’s time to strike out in search of. . . The Profitable 
Atarian! 

Just a short time ago, I received a letter from an enthu¬ 
siastic Atarian seeking to share his company’s story with 
kindred souls of the Atari business community. Jose Ariz- 
mendi, head Atari revivalist and guru for Metal fab of Los 
Angeles, had managed to convert his boss and co-workers 
to the Atari cult, hi 1986 Jose became a new owner of an 
Atari 520 ST. Soon thereafter, Mac Turner, Jose’s boss and 
the owner of Metalfab, approached Jose about finding a 
computer to track inventory and handle accounting chores. 
Jose managed to convince him to give Atari a try. From a 
single machine initial investment (the skeptical Mac wasn’t 
too sure about buying “toy computers”), Metalfab’s Atari 
computer collection soon filled every niche of its business 
needs. 

Metalfab makes sheet metal components for the resi¬ 
dential building trade including florescent light fixtures, 
bathroom fixtures, louvers and vents, foundation access 
doors, and similar products. They also make commercial 
animal feeders for rabbits, poultry, and other such crea¬ 
tures. 

A Complete Solution 

Today, Metalfab operates two 1040 STe’s, three Mega 
ST/STe’s, and a TT. They are all networked using Lantech 
cartridges, through the LAN and MIDI ports. Both of the 
1040’s are used as floor machines, with bar code readers at¬ 
tached, that track the progress of production orders. The 
company uses its computers to place order entries, provide 
price estimation, collect data on labor costs for each job, 
monitor the status of work in progress, design components 
and subassemblies, track inventory, handle accounting, 


produce correspondence, and much more. In short, every¬ 
thing that requires a computer to conduct the company’s 
2.6 million dollars a year business is done on Atari comput¬ 
ers. 

Jose isn’t a programmer, just an ordinary Atari user 
who slowly expanded foe utility of his company’s comput¬ 
ers as a hobby. He started out by modifying Superbase to 
track component inventories. From foe baseline forms, 
which are included with that program, he expanded his 
Atari fluency by authoring specialized programs such as 
HP DeskJet printer utilities, HP Laserjet drivers, and a cal¬ 
culator program that determined foe best means of shearing 
sheet metal for each project while leaving minimal waste 
material. 

Superbase for Fundamentals 

Over time, foe users transferred work that was for¬ 
merly done by hand to foe computer. The simplicity in 
making Superbase field changes meant that it was eaty to 
determine differing price markups depending on compo¬ 
nent originator and use. This greatly improved both foe ac¬ 
curacy and ease of determining foe most appropriate price 
estimates for new component manufacturing. Ultimately, 
Superbase was used to not only do price quotations but 
also do order entries, costing, invoicing, monitor job sta¬ 
tus, maintain inventory, etc.; in short, nearly everything a 
very expensive Manufacturing Resource Planning system 
would be expected to do and much more as well. 

Dynacadd made an appearance at Metalfab soon there¬ 
after. All component and subcomponent design is done 
with Dynacadd, much to foe amazement of Metalfab’s cus¬ 
tomers. Coupled to a Roland C size plotter, they achieve 
superior results in their component design even when com¬ 
pared to that produced by other shops using mini computer 
systems. 

Integrated Specification/Database System 

One unique aspect of Metalfab’s system is foe “trav¬ 
eller” function. As each order is received, it enters foe de¬ 
sign, fabrication, and tracking system. Each item has a 
master assembly file that outlines all components used to 
make up foe finished piece. Each component and subcom¬ 
ponent design is readily available from foe computer on foe 
floor where fabrication is conducted. Each component is 
shown with foe part number, customer, number of subcom¬ 
ponents necessary, graphic description, desired shearing 
instructions, and all operations required to make foe part. 
Each ordered item could have K) to 15 of these shop “trav- 
(Continued on page 21.) 
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STanding STill 

by Steven Kiepe 


GoodJttfe! 


This is my final column as ST Editor for Current 
Notes magazine. Although it has been a short nine months 
since I assumed the role of Editor, career “decisions” have 
arisen which preclude my ability to fulfill the duties of the 
editor. As part of the Department of Defense draw down, 
the Navy has reduced the number of operational helicopter 
squadrons. My next duty station, to commence in February 
of 1994, was to serve as Executive Officer (XO) and ulti¬ 
mately Commanding Officer (CO) of one of the squadrons. 
The downsizing of the Navy has, however, resulted in a 
temporary “excess” of prospective Commanding Officers 
and hence my “slot” has been slid further down the pike. I 
now expect to start the XO/CO cycle in August of 1994 and 
will likely fill the “dead time” with short deployments for 
training and numerous schools en route. The career and 
home port stability, which had been forecast just a few 
short months ago, has subsequently disappeared. Even as I 
write this, my family is already on the road to the west 
coast and I will be en route from Rhode Island to Califor¬ 
nia in less than 24 hours. My Atari computer is in boxes 
(I’m typing this on a Macintosh Powerbook) and access to 
my desktop Atari will be limited in the future. As I am rap¬ 
idly becoming a “transient,” it would be difficult for me to 
continue to fulfill my responsibilities to Current Notes. 
Hence, I am cutting myself free to concentrate on those 
items most important to my professional and personal fu¬ 
ture, vice to the computer to which I have grown accus¬ 
tomed. 

I’ve had an interesting nine months observing the Atar i 
score from the dual perspective of owner/user and com¬ 
mentator. These are, in my opinion, exciting times for 
Atari, but not necessarily for Atari computer owners. The 
Jaguar is poised to take the gaming world by storm and, 
judging from the stellar performance curve of Atari’s stock 
in the last few months, Atari is holding onto the tail of one 
incredibly hot tiger. This bodes very well for Atari 
stockholders and, in my opinion, is the kind of approach 
responsible management should take toward Atari’s future, 
at least from a corporate profitability perspective. 

However, I absolutely believe that Atari as a personal 
computer builder must take a long hiatus from the market. 
Unless Atari finds a way to bridge the gap between its 
products and the rest of the market, it has little hope of 
gaining the headway necessary to succeed in that arena. On 
the other hand, the company may be poised to enter a new 
market oriented toward home users if, as time goes on, it 
finds a way to blur the distinction between game machine 
and computers intended for the home market. This will re¬ 
quire an extensive user base, solid developer support and 



capable software, and an intensive, directed marketing 
strategy aimed, not at breaking into foe business commu¬ 
nity, but rather at grabbing foe prospectively lucrative, but 
still untapped, home market. 

Atari products certainly lend themselves to such a 
strategy, but to be effective, there must be a solid basis in 
terms of third patty developers and an established user 
base. Whether either of these objectives can be achieved by 
Atari’s management is yet to be determined, although past 
actions don’t generate optimism. My prediction is that 
Atari will return to preeminence as a game manufacturer 
but that its days as a dedicated computer maker are over. 

Profits Galore 

It is remarkable to note how profoundly Wall Street 
and industry have responded to Atari’s return to foe game 
market. Atari’s stock, as of 5 November 1993, was at 11 and 
3/8 dollars per share, up over 1100 percent in less than a 
year! With no product yet released (although we are within 
days of foe Jaguar’s early market roll-out) foe optimism re¬ 
garding Atari’s future is amazing, especially for a company 
that many predicted would go belly up by now. Atari has 
found its vital niche, has chosen a marketing strategy ac¬ 
cordingly and, lacking any unforeseen complications, has 
nowhere to go but up. I wish (boy do I wish) that I had lis¬ 
tened to my “risk taking” side and bought 1000 Atari stock 
shares in January; I’ve had phone calls from several very 
happy folks owning upward of 4000 shares apiece (bought 
for less than $1.00 per share) who are convinced that foe 
Tramiels are foe greatest businessmen on foe face of foe 
earth. I m jealous (very) but my own shortsightedness 
caused me to focus only on Atari computer products. I 
never conceived foe possibility that Atari could come up 
with a product with as much promise as foe Jaguar, espe¬ 
cially after foiling to properly market foe Lynx. While I 
won’t discount foe possibility that corporate managemen t 
could blow this one too, it seems unlikely. Atari is poised 
to take foe gaming world by storm in spite of itself. In this 
one area, name recognition is squarely on Atari’s side. 

Thank You 

I’d like to take this opportunity to thank Current Notes ’ 
publisher, Joe Waters, for foe opportunity to give foe editor 
job a try. I enjoyed foe challenge of coordinating reviews, 
gathering news, and even getting developers to answer foe 
phone when I called (foe ST Editor moniker did wonders 
for generating callbacks). I have been greatly impressed 
with foe skills, sincerity, and dedication of many of foe 
Atari third party developers and, on many occasions, often 
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amazed, amused or abashed by the frequendy cannibalistic 
infighting between the members of our dwindling devel¬ 
oper base. It reflects well on our developers that they con¬ 
tinue to put their best efforts into bringing Atari users very 
viable, timely products in spite of the limited user base 
and, therefore, the limited profit potential. It is unfortunate 
that so many of them have dropped by the wayside, but we 
will see them again, probably developing for a computer 
that we may move to in the future. Thank you, folks, for 
some exceptional values in hardware and software. You 
made my Atari system a valuable asset that outlasted the 
“imminent demise” predictions of many gainsayers for the 
past several years. Hope to see your products in the Mac 
world soon. 

The Tribulations of a Platform Change 

Having worked with my Powerbook for almost two 
months now, I still much prefer my Atari but, lacking any 
product to buy, there isn’t much choice for us mobile users. 
The lack of Atari product to meet the needs of serious com¬ 
puter users (and many novices) is the second most com¬ 
monly heard complaint about being an ST owner—after the 
lack of compatibility and immediately before third party 
support. As none of these three areas are likely to be ad¬ 
dressed in the near future, and because I’m being forced to 
cut my ties to a fixed home base for many months, Atari 
has been precluded from my near term future. 

Sadly, this means I must forgo having those programs I 
felt most comfortable with, two of which I’m convinced are 


CREATIVE SOLUTIONS 

(Continued from page 19.) 

ellers” defined in this manner. In short, the traveller is a 
combination design specification file base maintained in an 
independent, yet relational, database management system. 

The Metalfab setup doesn’t stop there, however. Jose 
used a Deka adapter to add an IBM keyboard to the 1040 
ST’s. The Deka adapter has provisions for installation of a 
Bar Code reader. The two floor units have these bar code 
readers, which greatly reduce input errors while increasing 
the speed of data entry. By using bar codes generated by 
another Atari computer through an HP Laseijet 4 printer 
and intelligent bar code interface card, Metalfab was able 
to create custom identification labels for each subcompo¬ 
nent, allowing for the efficient use of the bar code readers. 
Fed into the master data base via bar code entry, the 
progress of every operation is carefully and easily moni¬ 
tored and cost of production generated. 

Programs to Fill All Needs 

Metalfab has some other program favorites which they 
use to meet their remaining business needs. They use Cal¬ 
ligrapher Gold 3 for their word processing needs and daily 
correspondence. LDW Power is used to run daily cash pro¬ 
jections. PageStream provides finished high quality pub- 


better than any peer on any other platform; Pagestream and 
STraight MX! I have yet to find equivalents for these two, 
but I hold out hope that they will make their way into 
larger markets. On the other hand, there are some out¬ 
standing products for other platforms; the new WordPerfect 
3.0/6.0 is exceptional, and my kids love the Carmen San 
Diego series. Overall, it has been a painful, costly, and 
somewhat unsatisfactory transition for me, but there is life 
after Atari and I am dedicated to finding it. 

In this issue, you will find another installment of the 
Creative Solutions series. As I’ve noted in the past, there 
are a lot of very sharp, resourceful folks out there milking 
every bit of utility from their chosen computer platforms. 
There are major national banks, small businesses, doctor’s 
offices, balloon salesmen, bedding retailers and many more 
folks who rely on their Atari computers on a daily basis. 
These folks have found a way to make their computers 
work for them. I hope to continue to be able to bring this 
information to you; maybe somewhere in this series is the 
information you need to get the best possible use from your 
computer. 

[Note: Steve called from California to say he had arrived 
just fine. However, because of an unfortunate mixup, 
several weeks of mail that had been waiting for him was 
thrown out by the cleaners. So, if anyone has mailed Steve 
material at his California address (12003 Deerfoot Rd, San 
Diego, CA 92131) in November, please check to see if he 
actually received it. —JW] 


lished output for advertisement, correspondence, etc. Stalk 
the Market tracks the financial markets of greatest interest 
to Metalfab and STraight MX! meets the company’s fax 
needs. 

Teaching Through Foker? 

Metalfab’s 56 employees love the Atari. Metalfab 
bought their computers to be subservient to the users’ 
needs, not the other way around. They focused on helping 
their employees become comfortable with their computers 
by letting them play poker, thus gaining practice using 
Atari’s interface. Even Mac Turner, an eternal skeptic, be¬ 
came a hard-core believer in Atari computers. The first 
new Falcon ordered for the business appears predestined 
for Mac’s home! Metalfab will have to buy a few more Fal¬ 
con’s if they want any to stay in the shop! 

Metalfab is not concerned about die possible impact of 
the shrinking Atari user base. The company has enough 
systems to meet their needs for a long time to come. Fur¬ 
ther, they have tremendous dealer support from their local 
retailer, Mid Cities Computers. For Metalfab, Atari is a 
machine that has demonstrated “power without the price.” 
For Jose and his merry band of converts, there has been no 
looking back. Metalfeb’s experiences provide a lesson for 
the rest of us: the only limit to the use of our computers is 
our own imagination. 
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\^by J. Andrzej Wrotniak J 


The Pleasures of the Ripe Age 

Geneva 

■Q Ala jot Hxeakthxouyh ox a 3onvoxiation SJtemf 


It is somewhat sad, but difficult to avoid, that 
some of the best things for a computer system show 
up when its life span nears an end. Remember the 
8-bit Atari’s? Just when it became hopelessly obsolete, 
just before the manufacturer pulled the plug on this 
line, we saw some really good OS versions and exten¬ 
sions (including Geos, a very nice windowed user in¬ 
terface and application environment, amazin g on an 
8-bit machine!), some good hardware add-ons, and 
some amazingly competent software. 

(Yeah, yeah, I’m going to get those dozens of let¬ 
ters saying that the 8-bit line is alive and well. Wake 
up, smell the coffee: for many people the little cute 
machine can still do much of what they need, but both 
the hardware and the software are now hopelessly 
outdated, with the support and availability of new 
goodies very, very low.) 

Now the ST users are facing, I am afraid to ad¬ 
mit, a similar situation. Eight years after the ST line 
was introduced, we can see some very exciting devel¬ 
opments. They are quite few and far apart, but 
enough to keep us excited. 

Luckily, the ST line has not been abandoned by 
Atari. The new Ealcon line does not break airy new 
barriers as a productivity machine. It seems to be 
selling quite nicely in the music market, but most of 
the home users seem to have adopted a wait-and-see 
attitude. There are no sales figures available from 
Atari, but judging from a very cautious approach 
from software developers (“the size of the Ealcon mar¬ 
ket does not justify...” etc.), we won’t see a rush of 
everyone and his mother to write new, wonderful pro¬ 
ductivity software taking advantage of the Ehlcon ca¬ 
pabilities (including the new AES). 

Except for a few new programs, the most I could 
see were small improvements to the existing (and still 
supported) software, making it compatible with the 
Ealcon so that it simp;y runs on that computer (and 
shows three-dimensional buttons, what a thrill!). Most 
of the Atari users still run the ST/SIfe line, and those 
who write commercial software are well aware of the 
fact. 

Even the ST/SIfe market is shrinking. It is impos¬ 
sible to get exact figures, but magazine subscriptions, 
software sales, number of dealers—all this leaves no 


doubt what is happening. The positive feedback pat¬ 
tern: fewer computers—less software-even fewer com- 
puters-even less software, is at work here, nibbling at 
our ranks. Luckily, with the Ehlcon music market 
niche, this is a relatively slow process-but it is here! 

This is why any developer’s efforts to bring new 
and non-trivial software to our market deserves our 
appreciation and attention. These people are not in 
the Atari field for money-those who were are now 
writing third-class software for the PC clones, sup¬ 
porting themselves quite nicety (some became na¬ 
tional park rangers and are happier than ever). 

Geneva -a Major Event in the ST Field 

Gribnif Software from Massachusetts has been 
with us for a while, and they became quite a force in 
the ST software Held. Their products range from good 
to excellent-anything they bring to our market de¬ 
serves a close look, especially the programs developed 
inside the company. 

Their first and, I think, most important, product 
is NeoDesk, well designed and cleanly implemented, 
reliable and good-looking, a clear must for every ST 
user. Even the newest GEM desktop, introduced with 
the Ealcon, does not match the functionality and con¬ 
venience of NeoDesk. 

Now they came up with a similar, but potentially 
even more significant product: Geneva-a multitasking 
environment for the whole ST line-yes, it works with 
even the oldest STs (provided you have enough 
memory and, preferably, a hard drive). This is as if 
Microsoft came up with Windows working under 
PC-DOS 3.0 on the old PC/XT line! 

Let me quote the very first sentence from the 
manual: 

“Geneva represents the most significant advance 
in Atari computing since the introduction of the first 
ST in 1985.” 

Sounds short and sweet, strong and not too mod¬ 
est (who am I to cast the first stone?), but it looks like 
this opening statement may be true! With a few reser¬ 
vations, given some gradual improvement, time and 
market acceptance, one day we may think of our Atari 
experience as “before and after Geneva.” 
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Fig.l. Here I am running Tempus (the upper window) and Word Writer (the 
middle one) at the same time, but at this moment I am accessing 
Neodesk (note its desktop in the background) to clean up some directo¬ 
ries. Geneva's Task Manager window is in the top-right. 


This is not a review of Geneva-1 am sharing with 
you just the first impressions, gained in three weeks 
of using it, playing with it, tweaking it, loving it and 
having my doubts, too. It will be incomplete, it may 
have some factual errors (for which I beg both the 
readers’ and developer’s forgiveness), but it should 
give you an idea. I am going to write a more com¬ 
plete (and, hopefully, accurate) review for the Febru¬ 
ary or March issue, after my experience becomes 
more extensive; but I have to write this preview, as a 
development so important deserves a quick reaction. 
Here it is. 

What the Heck is Geneva? 

First of all, it is a multitasking pro¬ 
gram environment, very much like Win¬ 
dows in the PC clone world. It allows you 
to run more than one program at a time. 

Some of the programs will politely 
share the screen with others: windows 
belonging to different applications will 
be visible at the same time and you can 
switch between these applications by 
just clicking on one of the windows. Very 
convenient. 

Other programs do not fit well into 
a multitasking environment. You can 
still run them: Geneva will suspend all 
others, giving the current program con¬ 
trol over the screen. Still, you can switch 
from such an application to another-the 
current one will be just temporarily sus¬ 
pended; almost as convenient as the pre¬ 
vious case. 


Finally, some programs will refuse 
to run properly under Geneva at all. 
This is difficult to avoid: much software 
has been written when nobody was ex¬ 
pecting multitasking on the ST (there 
are also some other reasons, which I will 
discuss later). This is not a disqualifying 
factor, as unpleasant as it may be, as 
you can always reboot in a single-task¬ 
ing mode (easy, if you are using a boot 
manager, like SuperBoot or Gribnifs 
own XBoot Illy which I recommend very 
highly in either case). 

I will come back to compatibility is¬ 
sues later, now about other features. 

Non-GEM programs can be run now 
in windows, possibly in the multitasking 
mode-they no longer have to take over 
the entire screen. Sometimes this is very 
convenient. 

Geneva also allows you to use more 
than the usual six desktop accessories at 
one time; it also lets you install and de-install them 
on the fly, or run as usual stand-alone applications. 

In addition to these program-juggling capabilities, 
Geneva also contains a replacement for the Atari AES 
(Application Environment Services), the part of GEM 
that handles the user interface: windows, alerts, dia¬ 
log boxes, menus and more. This replacement has 
some enhancements. Some of these are quite impor¬ 
tant (for example: more than seven windows are now 
available to be shared between applications); some, 
cosmetic (like three-dimensional or rounded buttons, 
or window scroll bars of adjustable width). 
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Fig.2. Just a few seconds later I switch into Tempus by clicking on its win¬ 
dow. Note that the Tempus desktop took over, put the other applications' 
windows are still accessible. Neat. 
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Their first and, I think, most important, product is NeoDesk, well 
designed and cleanly implemented, reliable and good-looking, a 
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Fig-3. Another click - and I am typing my Word Writer document (yet an¬ 
other desktop in the background!), but switching back to Tempus or 
NeoDesk is just one mouse click away. 


There is also a group of AES enhancements offer¬ 
ing additional functionality, but only with programs 
written with Geneva in mind. 

Does It Work? 

This is not a very good question to ask. A pro¬ 
gram like Geneva is not a self-contained entity, with 
some system resources at its disposal and having to 
co-operate at most with the computer’s operating sys¬ 
tem. Geneva is an operating system (or at least a part 
of it) and it has not only to coexist peacefully with 
hundreds, maybe thousands, of various programs 
available for the ST, a number of them at a time, but 
also to provide them with OS services they expect and 
to direct their peaceful coexistence. 

Now, take into account the fact that all programs 
we have on the market at this time do not know any¬ 
thing about Geneva-most of them have been written 
to be run in a single-tasking mode. 

Therefore, if a given application starts misbehav¬ 
ing when used under Geneva, there may be a number 
of possible reasons: 

(1) Geneva does something wrong. 

(2) Our application violates some TOS program¬ 
ming rules (and this violation was not critical in 
single-tasking mode but now it comes out). 

(3) Some other program being present in the sys¬ 
tem at the same time violates those rules and 
messes up our application (ditto). 

(4) Satan is at work and computers are no good for 
anything, anyway. 


In my brief experience with Geneva I 
found that about 30% of the programs 
I’ve tried have problems. Most of them 
fall into Category (2) or (3), but in a few 
instances, I have a strong suspicion of 
(1); I have also one or two clear cases of 
(4). 

Is this a good result or a bad one? It 
depends how you look at it, but after my 
previous brief encounter with Multi 
TOS (to say nothing about the original 
early Microsoft Windows), I find this re¬ 
sult quite impressive. 

First of all, in about half of the 
cases, the problem-causing program 
could be persuaded into a proper way of 
behaving by informing Geneva's Task 
Manager to run it in a single-tasking 
mode and/or by the proper setting of 
some other switches. This information 
can be written into a configuration file, 
and from that moment on Geneva will always run thi« 
application in the proper way. (Included screen snap¬ 
shot may give you some idea about the range of ad¬ 
justable options.) 

The remaining 15% of misbehaving programs 
could not be persuaded by any means. The types of 
problems were very different: windows going crazy, di¬ 
alog boxes with editable fields not showing the 
typed-in input, crashes on exiting the program, and 
more. One of the most mysterious things was the 
memory leakage I have experienced with three appli¬ 
cations (including my own El_Cal, but, to make 
things even funnier, in some versions only!): the 
amount of memory available to the system after an 
exit from an application is a few hundred kilobytes 
less than it was before before running it. 

Luckily, you do not have to reconfigure your sys¬ 
tem entirely to Geneva. With use of a boot manager 
(have I already mentioned XBoot III?), you may decide 
upon booting up, whether a given session has to pro¬ 
ceed under Geneva or in the plain old single-tasking 
mode. 

So, the answer to our wrongly-stated question is: 
yes, Geneva works with most of the applications I’ve 
tried, and those with which it doesn’t can be still run 
the old way (although having to reboot your machine 
is a drag). 

Should You Get It? 

The answer depends. First of all, although the 
(well-written) manual suggests that Geneva can be 
used with just one megabyte of memory, I don’t think 
it would be very useful if limited to that amount of 
RAM. Since it does not swap the memory to and from 
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Fig.4. Without leaving the other programs, I call PicSwifch just to print out 
a picture. 


disk (and I’m quite happy it doesn’t), all 
concurrently run applications have to fit 
into the available RAM. With 
two MBytes the situation is much bet¬ 
ter, and if you have a four MByte ma¬ 
chine, Geneva should make you very 
happy. 

Two: a hard drive is definitely a 
plus (but then, it always is). All Geneva 
files take about 300k of disk space, so 
this will not be a problem. 

Three: the program is very well 
thought-of. Those of you who might be 
afraid of multitasking (“Why should I 
complicate my life? My ST does all I 
want!”) should fear no longer. Geneva's 
installation is very simple (and well 
documented), and its operation very in¬ 
tuitive. It has a nice on-line help, with 
hyperlinks allowing you to jump be¬ 
tween relevant subjects; but you may not even need it 
(I’ve used it for the first time only now-there was just 
no need!). Definitely, you do not have to be a techie in 
order to use Geneval 

Four: the convenience of switching between appli¬ 
cations with a single click of a mouse, and (for those 
who actually multitask) of viewing their windows si¬ 
multaneously, is something you have to experience to 
appreciate. 

Five: in spite of being a new product (I’m using 
Version 1.01), Geneva makes a solid impression. Very 
much like the first version of NeoDesk (programmed 
by the same Dan Wilga, whom I consider the cleanest 
programmer in the ST market), with a few warts, it is 
already a nicely behaved and useful program. Since 
Gribnifs record of user support and 
product improvement is very good, 

Geneva can (and will) only get better; 
but I like it already. 

Six: just watch your friends who 
use Windows , when you tell them you 
are running this thing on an 8 MHz 
machine from eight years ago! (Don’t 
forget to mention that all it needs is 
300k on your disk; this will make them 
depressed for the rest of the week!) 

The bottom line? If you have two 
megabytes or more of memory and if 
you use your ST for more than playing 
games, then Geneva is more than worth 
a serious consideration. If you have just 
one MB or less, you should consider a 
memory upgrade. If not, ask for a dem¬ 
onstration of your two favorite applica¬ 
tions on a one MB machine under Gene¬ 
va and then decide for yourself. 


Tb say anything more definite (in either direc¬ 
tion), I will have to wait until I gain more experience 
with Geneva-just in time for the promised review. 

You are not risking much: Geneva is priced more 
than reasonably (street price of about $60). Myself, 
I’m glad I bought it, and I hope Gribnif will sell lots 
of them. 

Does Geneva Have a Future? 

This may be a good question, but it is very diffi¬ 
cult to answer. Just look around: what is the most 
dominant operating system in microcomputers? What 
is the best-selling word processor? 
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Name: EL.CAL 
Desc: El Cal. 

El Multitask 

□ tjtmlt window handles 

El Limit memory to 800_ Kb 

□ Clear allocated memory 
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El Maximize window areas 
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El Dialog cursor insert mode 
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El Automatic shell window updates 
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Fig.5. Some of the option setup dialogs of Geneva's Task Manager. The 
one at the left is most important: it allows you to customize the way in 
which Geneva deals with a given application. 
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Geneva, has the potential of changing the way in 
which Atari computers are used (to a much greater 
extent than MultiTOS does). 

Unfortunately, ours is a very small and shrink¬ 
ing market. Ebr Geneva to become a standard on 
the ST/Eblcon line, it has to co-operate smoothly not 
with 70% or 85% of available ST software, but with 
99% or so. Many of us keep our STs mostly because 
of our past investment in software. If this software 
misbehaves (regardless of who is to blame!) under 
Geneva, switching to the latter becomes less attrac¬ 
tive. 

Much of this software has been written by pro- 
-miners who have since moved on to Bigger, Bluer 
pastures. They will not come back to make their 
programs work fine in multitasking. Even many of 
those who still are supporting their ST programs 
may decide that the effort may not be economically 
justified. This may be even more true with regard to 
using the AES extensions offered by Geneva but not 
present in the “official” TOS (especially the most 
common, older versions). 

All this means that the burden of assuring 
Geneva’s compatibility with a greater share of exist¬ 
ing (and possibly future) ST software will be mostly 
on Gribnifs shoulders (this means Dan Wilga’s, with 
whom I won’t trade jobs!). 

Of course, the logical thing would be for Atari 
to license Geneva and to bundle it with the Falcon 
(the same thing they should have done with 
NeoDesk and Universal Item Selector). But then, 
should we expect something logical from the maker 
of our favorite computer? Come on! 

A Goodbye to a Friend 

I am going to miss Frank, whose sudden depar¬ 
ture saddened so much our small Atari user com¬ 
munity. Ebr many years we used to share these 
pages, and to meet at the famous monthly Editor’s 
Luncheons at his table, with EVank entertaining us 
with the last Atari (and not only) gossip, and offer¬ 
ing us the food he cooked himself. 

The last time I saw EVank Sommers, just a week 
before his passing away, was in his study, filled to 
the ceiling with all imaginable computer gadgets. 
We were installing the Gemulator on his PC clone, 
and he was planning to write a layman’s review of it 
(to counter mine, which he thought was too enthusi¬ 
astic). We had a beer, and a quick hot dog over the 
keyboard. If I only knew it was the last time, I 
would have appreciated EVank’s companionship that 
day even more. 

It is all of us who lost a friend. 



From senior high to Fermilab - if you do any engineering 
or scientific calculations, then you need this program. 

* Numerical integration, differentiation * Systems of linear, non-linear 
and differential equations * Vector and matrix operations * Multi¬ 
dimensional function optimization * Mean, standard deviation * Func¬ 
tion and data plots * Linear regression, correlation * Polynomial least 
squares * Multi-parameter point and histogram fits * Unit conversion 

* Roots of square, cubic, quartic equations 

Version 2.3 plots in color, runs in the new Falcon 
resolutions (also in TT High and Medium). $63. 



9000f brightest stars * 300 deep sky objects * Planets, comets. Sun 
arid Moon * Various projections, reference frames and map ranges * 
Choice of observer’s location and time * Mapping, browsing, database 
manipulation * Object search, selection and identification * Hertzs- 
prung-Russel diagram * Planet and comet path plotting 

Version 1.3 uses color for maps, works in Falcon 
resolutions (also in TT High and Medium). $43. 

Min Cal Big Sky 

El Cal’s little brother: a scientific An extra data base with 40,000+ 
calculator accessory, with the stars and 4,000 deep sky objects, 
same expression parser and the For Star Base 1.1 or higher, 
most powerful function set on the Hard drive recommended. $22 
market (95 total). $15. 

All programs run on any Atari ST, Mega, ST* TT or Falcon, color or 
monochrome (Gemulator/VG A OK, too). All need 1 MByte of RAM. 
Prices as shown include shipping. When ordering two products, deduct $6, 
and $4 for each next. Outside continental US please add $5. 

Updates: first one free, then $5 each. Upgrades to El Cal 2.3 from l.xx: $20 

Send a check ($US on a US bank) or money order to 
Debonair Software, P.O.B. 521166, SLC, UT 84152-1166 
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El Pul I down menus 
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El Dialog cursor insert mode 

IS Long dialog title underlines 
IS Alerts follow mouse 
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GENEVA is a complete multi¬ 
tasking application environment 
for the Atari ST, STE, TT/030, 

and Falcon030. 

Features: 

• Multitask unlimited GEM 
applications at once. + 

• Load and unload unlimited desk 
accessories at any time. + 

• Open up to 236 windows. 

• 3-dimensional buttons and win¬ 
dow gadgets. 

• Keyboard equivalents for all dia¬ 
log boxes, window gadgets, and 
drop-down menus. 

• Resize windows in any direction. 

• Manipulate, resize, or move win¬ 
dows in the background. 

• Tear-off any drop-down menu into 
its own window. 

• Supports custom and animated 
mouse pointers. 

• Run multiple TOS programs, each 
in its own GEM window. 

• Special support for singletasking 
applications. 


Previously, the Atari was only able 
to load and run one program at a 
time, and was only capable of using 
six desk accessories, without being 
forced to restart the computer. 

Based on the concept of "coopera¬ 
tive multitasking" that the GEM 
environment was originally designed 
on, which is similar to what 
Macintosh and Windows users are 
already familiar with, GENEVA 
brings to the Atari a complete, easy to 
use, multitasking environment. 


GENEVA also comes with an easy 
to read, illustrated manual. It covers 
everything you need to know, includ¬ 
ing hints and tips on how to get the 
most out of GENEVA. 

The included Task Manager sets 
all of GENEVA'S options and allows 
for the setting of GENEVA'S unique 
"program flags", designed to let 
GENEVA know how to run most 
existing programs, even those not 
designed to run in a multitasking 
environment. 


• Extensive built-in, context sensitive 
(hypertext), online help. 

t LIMITED BY AVAILABLE MEMORY. 



Unlike other Atari multitasking 
environments, GENEVA runs at the 
full speed of your computer without 
any significant speed loss. It can also 
run just about all your older applica¬ 
tions, many of which do not work in 
other multitasking environments. 

GENEVA'S new look includes 3- 
dimensional buttons, gadgets, and 
scroll bars, similar to those found in 
Microsoft Windows and on the 
Apple Macintosh. Of course, this can 
all be customized. 


GENEVA is $69.95. Requires less 
than 200K of memory, however 2 
megs or more are recommended. A 
desktop is not included or required, 
though we recommend NeoDesk 4. 

To place an order, or for more 
information, contact: 

Gribnif Software 

P.O. Box 779, 
Northampton, MA 01061 
(413) 247-5620 • Fax (413) 247-5622 


Order Line 1-800-284-4742 
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Riding the 

Bus 

(C) 1993 David C. Troy 


I suppose it was about a year ago that I bought 
my first real Intel-based computer. It was a 50MHz 
486DX system, with 16-bit card slots (you’ll hear 
these referred to as AT or ISA card slots) and no hard 
drive. I bought the machine pretty much exclusively 
for the purposes of experimentation, and quite frankly, 
I didn’t know very much about contemporary 
IBM-compatible hardware then. But there it was. You 
have to start somewhere, right? 

So I put Windows onto it, installed a CD-ROM 
drive, put the Corel Draw package on, and messed 
with an EPROM burner a friend loaned me. The ma¬ 
chine, having a 50MHz CPU and even a 50MHz 
memory bus was pretty quick, but it still was as- 
toundingly slow for screen redraws and disk access. 
The video card was not a real slouch, either. It was a 
1MB, 16-bit video card—the current “standard,” 
which allowed you to go to 1024 x 768 non-interlaced. 
Well, let me tell you, with that kind of resolution and 
256 colors (8-bit planes, so 1 byte per pixel), you were 
talking about some seriously pokey screen redraws. 

This was a mjyor complaint. When you’re using 
Windows and graphics packages like Corel Draw, you 
can’t afford to watch each pixel be drawn individually. 
It’s just too slow. 

So the machine sat in the back of the store for 
about six months, with its cover ripped off, random 
cards strewn near;, surrounded by EPROMS. (“Hey 
Jenn, let’s see whata in this one ...” We actually found 
that in the ROM for an old 8-bit Atari disk drive, 
some clever rogue had imbedded the words, “HI 
MOM!” It’s a lot of fun to be paging through screens 
of machine code and then come to some little Easter 
egg like that. Jennifer got bored after the third one 
though ...) The machine got a little lonely after a 
while, because using it made me feel kind of numb. I 
was really accustomed to TT030 screen redraws, 
which are quick, even at high resolution (using Crazy 
Dots). So, it languished for a while. 

I have written before about my point of sale pro¬ 
gram that we use here. As I have said, it’s written in 
dBMAN, and we had been using it on a Mega ST 2 
with an SST board until about April of this year. Well, 
we liked the system a lot, but we wanted a version 
that was networkable. TVying to run a business where 


multiple people really did need to use the computer at 
one time was starting to get taxing. (I can’t think how 
many times there was a line to use the computer ...) 
So anyway, I had put the task off about as long as I 
was able and it was about time to DO something 
about it. 

My first reaction was to try to do it on the Atari, 
but as I have said before, the sheer quantity of data 
that would have to be transmitted over the network 
wires would necessitate a very fast network, some¬ 
thing faster than what was available for the ST at 
that time. So we decided that Ethernet would be the 
best bet. It has a best-case transfer rate of about 1MB 
per second. PCs seemed like the most economical way 
to go (we had a few Atari 386SX machines left in 
stock), and we put them to use. 

So, I spent most of last spring (March and April) 
porting the program over to the PC’s and getting the 
network software functional, and the 50MHz compu¬ 
ter started to get a real workout. I had started out us¬ 
ing Lantastic as the networking software, but later 
found that Windows for Workgroups is a tighter, more 
functional (albeit slightly slower) network operating 
system. Some of you are probably total network gurus 
and are laughing because I’m not using Novell. But 
it’s just not what I needed, folks. 

Anyway, in doing all of that, I became fully ac¬ 
quainted with the “joys” of MS-DOS 6 (it’s up to 6.2 
now), Windows for Workgroups, incompatible hard 
disk controller cards, and more. Out of necessity, I be¬ 
came more familiar with PC hardware, and will share 
some of my revelations with you now. 

First, it became clear to me that my 50MHz ma¬ 
chine, while a fast machine for doing CPU tests, was 
not the kind of across-the-board wonderdog that I re¬ 
ally wanted. The 16-bit card slots really slow things 
down. Here’s why. 

The ISA (Industry Standard Architecture) bus, 
the bus that 16-bit AT card slots live on, is defined to 
be EXTREMELY compatible across the board, and 
thus has some limitations. Consider how it would be 
possible for such a wide array of cards to be fully com¬ 
patible on a wide range of computers. Computers with 
286 processors, 386 processors, 486 processors—even 
some Intel-incompatible boards can use ISA cards. 
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The only way that this could work is if we use what 
I’ll call “LCD” technology. That stands for Lowest 
Common Denominator. 

What does LCD technology entail here? Well, it 
means that the cards will run no faster than the slow¬ 
est of all “AT” style computers. That’s 8MHz. It also 
means that you’re limited to a bandwidth (think of 
this as the number of lanes on a highway) of 16-bits. 
Then you have the overhead of the card just being on 
the bus at all. There is some loss of speed in getting 
the data onto and off of the bus, and in figuring out 
the card the data belongs to. So what you have is a 
kind of public transportation system that consists of 
one minivan driving around in circles picking up some 
passenger bytes from one place and dropping them off 
at another. 

So gee, even though my 486DX 50MHz machine 
has a 32-bit bus for accessing memory, it still is lim¬ 
ited to 8-MHz and 16-bits when it comes time for it to 
communicate with the video card, the hard disk, the 
floppy drive, or anything else I want to add to it. That 
kinda rots, huh? 

If you accept the precept that the display on your 
monitor is produced by a set of varied analog voltages 
that are, in turn, produced by chips that convert data 
stored in RAM, one datum at a time, into these volt¬ 
ages, then you’ll begin to see a dilemma that arises 
when you start talking about video cards on a PC. 

Which Side of the Fence? 

You hear talk about video RAM and, of course, 
you know about conventional RAM. On the ST, the 
video RAM is part of the conventional RAM, and thus 
the processor can directly access the video RAM. Let 
me say that again: On the ST, the processor can di¬ 
rectly access the video RAM. This means that when 
an ST program wants to draw a box on the screen, it 
figures out its comers and starts to “paint” all the 
video memory inside them. Because the video display 
is being refreshed as frequently as 70 times per sec¬ 
ond, the screen changes as soon as the video RAM 
changes. 

On a PC (and on a color Mac), depending on the 
sophistication of the video card, the process is a little 
different. The CPU and the video card DO NOT share 
the same RAM (which is why you hear about 512K, 
1MB, and 2MB video cards). The system must assert 
an interrupt, to let the video card know that it’s being 
talked to. The CPU is then ready to write to the RAM 
in the video card, but to do so, the data must be 
knocked down to the 16-bit bus-width, and it can only 
send data at 8MHz. So you can see that this process 
requires a bit more overhead, and it’s the reason why 
moving a window with a conventional ISA video card, 
even on the fastest of CPU’s, is about as quick and ex¬ 
citing as watching paint dry, one molecule at a time. 


There are ways to make this process go faster, 
and companies such as ATI have done this with their 
series of 16-bit ISA Windows accelerator cards. These 
work by actually giving the video card a more sophis¬ 
ticated processor of its own that can understand a 
limited set of “commands” to draw graphics primi¬ 
tives, like boxes, circles, and lines, and can probably 
do blitting (copying of video-RAM data from one place 
to another in RAM, which if done quickly can produce 
smooth animation in games, etc). They then write a 
device driver for Windows which, instead of trying to 
write every little piece of screen data itself, putting it 
through the incredible bottleneck of the ISA bus, is¬ 
sues graphics “commands” that the card can unders¬ 
tand. The graphics card’s processor then interprets 
these commands and writes to the video RAM itself, 
while the CPU has gone on to do other things. Obvi¬ 
ously, this is faster. 

This technique for video cards is analogous to 
PostScript for laser printers. Rather than send bulky 
bitmaps over low-bandwidth cabling (parallel and se¬ 
rial), why not just give the printer some brains of its 
own and just TELL it to draw a page. This is a very 
sound approach to overcoming the bottleneck of a slow 
interface, and it works as well for video cards as it 
does for printers. 

But gee, doing this doesn’t really get you any real 
additional power. It’s in many ways a stopgap measure 
that will allow you to get around a limitation, but it 
doesn’t cure the limitation. Plus, it causes your graph¬ 
ics card (or printer) to be woefully expensive (because 
of its extra brains) and you don’t even get to use the 
extra brains for anything else other than their spe¬ 
cific, intended purpose. 

Widening the Highway 

Obviously, the solution to this problem is to begin 
to develop machines with greater bus bandwidth. 
Bring it up to 32-bits and start going at 25 and 
33MHz and you start to get some real power. But do¬ 
ing this in a traditional PC architecture starts to 
bring up some nightmares. 

When you start going with a faster bus, you start 
giving off more radio frequency noise, and gee, the 
FCC is making things really difficult for people that 
make noisy motherboards. (Look at Atari.) You also 
begin to get more incompatibilities between chipsets, 
and timing becomes much more critical. The 8MHz 
ISA bus was great because it was cheap, had abso¬ 
lutely no headaches involved with radiation, and tim¬ 
ing was not too important. The ISA bus is akin to a 
lazy, Caribbean island, where everything goes real 
slow and nobody worries too much. 

To help to defuse problems that would arise when 
going at higher speeds, new standards were developed 
to specifically define these faster buses. EISA (Ex- 
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tended Industry Standard Architecture) is one stand¬ 
ard that is particularly popular for larger marhinaa 
like file servers and workstations. It is supposed to be 
very fast, although I have not had any contact with 
EISA myself. The most popular 32-bit card slot stand¬ 
ard right now is VESA Localbus. lb help to curb 
timing and radio emissions problems, Localbus PC’s 
are limited to two or three VLB card slots (usually 
two), and people typically use these two slots for video 
and for hard drive controllers. 

Localbus has been around for a couple of years, 
but it wasn’t until last year that it became common 
and it wasn’t until this year that it became affordable. 
I bought a Localbus 486DX2 66MHz motherboard to 
experiment with, and for the first time I feel I have 
encountered a PC that is going at an acceptable speed 
under Windows; it feels about as fast as a Mega Slfe. 

This just confirms what people have been saying 
for years that “it’s not the MegaHertz, stupid!” ftjople 
look at a 486DX2 66MHz computer and then look at a 
16MHz 68030 Falcon and say idiotic things like, “The 
486 must be at least four times faster!” That’s just 
not true. Let’s try to look at why. 

First off, Intel 486DX2 processors are what are 
called clock-doubled CPU’s, which run at twice the 
speed of the actual memory bus. So a 66 MHz 
486DX2 talks to RAM at 33MHz and does stufT inter¬ 
nally at 66MHz (and gets really hot doing it). This is 
analogous to the situation that people had when they 
put 16MHz accelerators into their ST’S (like the ICD 
AdSpeed). They had a 16MHz CPU, but the rest of 
the system was still set to run at 8MHz. And if you 
recall, a mere doubling of the CPU speed didn’t result 
in a doubling of speed across the board. In fact, a 
clock doubled CPU is nearly indistinguishable from its 
half-speed sister, because so much of what goes on in¬ 
side of a computer involves communication between 
the CPU and the outside world, which is only accessi¬ 
ble through the bus. And if that bus is running at the 
same speed it always has, how much real speed in¬ 
crease will you see if you just double the CPU speed? 
Not much. 

The JRI JATO board was a flop (circa 1987). It 
promised double speed, and as near as folks could 
tell, nothing was happening. It wasn’t until another 
ingredient was added that people could start to see a 
difference. 

A CPU cache (a hunk of static RAM that lives 
right next to the CPU and can be accessed quickly) is 
what it took to make accelerators work. Jim Allen has 
one in his T-16 and T-25 boards, and so does the ICD 
AdSpeed. CPU caches allow the CPU to do more work 
before it has to communicate with the outside world 
again, and thus, more of the CPU’s time is spent actu¬ 
ally working twice as fast. So, while this improvement 
does not bring performance up to 200% (because the 


CPU must still communicate with the memory, to fill 
the cache), it does bring it up to the 140%-150% 
range. The Motorola 68030 and 68040 CPU’s have 
built in caches, which help their performance im¬ 
measurably. (Just try turning off the cache on a fhl- 
con or TT030 that’s running MultiTOS—especially in 
true color mode ... Not pretty.) 

So back to Localbus. We see that the 486DX2 
50MHz and 486DX2 66MHz machines really operate 
on 25 and 33 MHz buses, respectively. Since 25 and 
33MHz is not too fast, and because you’re limited to 
three slots, the FCC will let you get away with Local- 
bus slots. (Don’t forget that you have to enclose your 
entire PC with iron and make sure to close up all the 
unused card slot holes; fun.) 

But I have made many diversions. What is the 
VESA (Video Electronics Standards Association) Lo- 
calBus specification? It describes a type of 32-bit ex¬ 
pansion bus that can be accessed at speeds of up to 
33MHz and no greater. This excludes the 50MHz 
486DX processor. (Not the 486DX2 50, but the DX 50. 
Note the distinction: the DX runs internally and ex¬ 
ternally at 50MHz. The DX2 runs internally at 50 
and externally at 25.) 

You can’t have your cake and eat it, too. If one 
wanted to put together a super-fast 486 system, the 
first choice would be the 486DX 50. But those don’t 
really work with Localbus, so you will have to be left 
with comparatively slow video and hard disk access. 
And this means that my first PC, the 486DX 50 ma¬ 
chine, can’t be converted into a localbus marhino by 
adding a localbus motherboard. How sad! 

So your ST (or Mega STE), while it only accesses 
the screen at 8MHz on a 16-bit bus, has the advan¬ 
tage of having absolutely no barrier between the CPU 
and the video RAM, so it is able to go as fast as the 
CPU can compute it. The Falcon and TT030 have a 
32-bit bus running at 16MHz, and they, too, have no 
extra steps between the CPU and the video RAM. 

Even with VESA Localbus on a PC, while it is 
more like a school bus driving around a smaller area 
to deliver data (larger than our minivan example), you 
still have a bus / compatibility barrier between the 
CPU and the video RAM on the video card. Thus, it is 
not unfair to say that a Ealcon030 has video that is 
just about as fast as a 25, 33, or contestably a 66MHz 
Localbus PC. And I don’t know about you, but video 
speed is something by which I feel a computer can be 
judged. If the computer doesn’t respond quickly on 
screen, how fast will it feel when you are using it? 

When people use Falcon Speed, the 286 emulator 
for the Ehlcon, they are always surprised at the real 
speed of the video. When running Windows 3.1, win¬ 
dows snap open and redraws are quick and painless. 
The reason is that the Falcon Speed directly ad¬ 
dresses the Fdcon’s video architecture, which is some 
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of the fastest any 286 has ever seen. So, a 286 on the 
Fklcon feels about as fast as a 386DX or 486SX some¬ 
where else. Imagine what the upcoming 386SX / 
486SX emulators will feel like... 

There are other PC buses in the works, like the 
new Intel PCI bus, for example. It’s largely vaporware 
right now, but it will be another 32-bit bus that will 
probably run faster than the current 33MHz maxi¬ 
mum of Localbus. 

Hard Disk Access 

I don’t want to say a lot about this, but hard disk 
access is much faster under localbus, and can actually 
approach 3-5 MB per second with some drives under 
ideal circumstances. This typically requires a cached 
drive, and circumstances where the cache in the drive 
can be used. The ST and Ealcon (particularly Ehlcon) 
can reach similar results because of its Direct 
Memory Access (DMA) disk transfer. This also means 
there’s one less stop for the data on its way in from 
the hard drive. It’s as if the hard drive were directly 
accessible to the main memory, just like the video. 

DMA is also the reason the Atari laser printer is 
so fast. It uses the computer’s main memory, and thus 
requires virtually no time to print out a page once it 
is composed in the computer’s memory. 

What’s the Point? 

The point is that PC makers are just now realiz¬ 
ing that feist video (and disk access) in a graphics en¬ 
vironment is a good idea. Until the advent of Win¬ 
dows and OS/2, PC’s had no real need to have quick 
video (because it was all character based, and that 
could be done in a compressed, tokenized format, thus 
placing very little stress on the bus). Now that they, 
too, have a graphical operating system standard, they 
are in the 1990’s forced to grapple with the issues that 
Atari solved in 1984 with the video architecture of the 
ST. Kinda funny to watch, isn’t it? 

You pay a price for localbus, too. PC systems with 
localbus, because of the slightly higher prices of the 
high-speed video and hard disk interface cards, typi¬ 
cally end up costing over $100 more than comparable 
ISA-only systems. (Sbr EISA or PCI, you pay even 
more.) A 486DX 33 with localbus, a monitor, 4MB 
RAM, a hard drive and all the standard stuff will run 
you around $1500. And you don’t get a DSP sound 
card, MIDI ports, a fast SCSI interface, or a software 
package as comprehensive as Atariworks. Of course, 
you can get those sorts of things included in some sys¬ 
tems, but expect to pay $2000 or more. 

A 4MB Ealcon, as a result, is a pretty good deal at 
$1299. You get Localbus quality video with great 
graphics, great sound, and Atariworks. And who 
needs DOS or Windows? You can see that the Ealcon 
is comparably priced to comparably powered PC’s. 


Don’t Judge a Book by Its Cover 

It’s really tempting to want to judge everything on 
a scale of MegaHertz and bits, but the bottom line is 
that just because a 486 box says 66MHz, it doesn’t 
mean it’s necessarily faster than a 50MHz machine, 
and it doesn’t mean that it’s faster than a 16MHz Ehl- 
con030. It depends on what specific application you 
have, whether you care about graphic speed, or 
whether, in the case of the Ealcon, you have an appli¬ 
cation that could benefit from having a really fast dig¬ 
ital signal processor handy. (It’s great for fractals, 
video compression, sound compression, and even LZH/ 
ZIP type compression.) 

The bus used on the system has a large impact on 
how it will feel when you use it, which is arguably the 
most important factor in a computer. Take a second to 
think about how the bus works, and whether that 
type of bus is right for your application. 

I think that most of the time, you’ll find that the 
Ealcon weighs in quite favorably. It simply doesn’t 
work, though, to compare a Bblcon on the same 
number-scale as the rest of the world. You have to get 
past the “myths and mysteries” and look at how 
things really work. And I hope that I have been a help 
in doing that for you. 

Thanks in Advance 

I wanted to take a second to thank all the cus¬ 
tomers, developers (Dave Small in particular—he 
bought a $500 plane ticket to come here), and volun¬ 
teers who will help to make the Tbad Computers Holi¬ 
day Festival ’93 a success—about two weeks from now. 
By the time this is printed, the festival will have long 
been over. But thank you, in advance, for taking the 
time to come out. I think Til enjoy it as much as you 
did. Huh? 

Have a happy and safe holiday season. We’ll be 
back in February! 

Reaching Me: 

Mail: Tbad Computers 

570-F Ritchie Highway 
Sevema Park, MD 21146-2925 

Phone: (410) 544-6943 
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Didot Professional 
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Running Out 0 f Rum by David Barkin 


~ , Iv l made a ? ronus ® to review Didot Professional Another advantage of Didot is its ability to use 
Cofor. This promise is fraught with difficulty. Ebr one Pbstscript Type 1, Calamus fonts, and its own font for- 
thing, I dont want to learn it. This is one big pro- mat. This gives you access to a broad range of fonts 
paim It bills itself as the ultimate Desktop Publish- sometimes at ridiculously cheap prices. Still a com¬ 
ing Program. Is this true? At the time I purchased Di- pany called Mega-type long ago released two programs 
dot (Summer 1991), I had just started using Calamus called Fontverter and Type One Converter. With these 
SL by DMC. I was more interested in learning SL, two programs I can turn any format into Calamus for- 
which, after all, resembled the interface of the ear- mat. So while I still buy .CFN fonts from DMC and 
her L09N version of Calamus. anyone else for that matter, I also use PS Type' One 

... Fr ^ n , time to time ’ 1 would run Didot. Ebr one fonts converted to Calamus format. Mega-type is in 
thing Dido* is Postscript compatible. There is an ex- the process of updating their programs to include the 
port driver that turns your files into true .PS files. In Windows Ihie Type format. 

time, I also learned that if you tried to save a file Notice, I’ve already filled two paragraphs without 

whose page format was larger then letter size, the really explaining what Didot is all about. Let me bite 

transformation wouldnt work. My main output for the bullet, but issue one last warning. I do not in any 

Desktop Publishing is one or two page flyers, posters, way claim complete familiarity with Didot I’ll do mv 

and leaflets. Brainless person that I am, I still don’t best. 

own a syquest drive. This means I’m limited to 1.4 

meg files on my floppy drive. Saving .TIF files, as The Interface 

Postscript with Didot, will double the size of the files. Didot uses the metaphor of a drafting table to put 
This meant, that for me, these files would not get together its documents. The screen image of your 
printed. In other words, rarely did Didot come in document (after setting the size of your actual page) 

shows a large area, much larger then the page. You 
can load all sorts of raster, vector or 
text files and drop them off the 
edge of your page. No clipboard, 
these pieces are just laying around 
ready for use. If your document con¬ 
tains more then one page, then 
pages can be moved out onto the 
drafting table. The only limit being 
the limit of confusion. 

There are a number of advan¬ 
tages to this system. Ebr one thing, 
you don’t have to scroll through 
pages, you can move them out onto 
the table and cut and paste by just 
moving frames. You don’t have to 
wonder what’s in the clipboard. Your 
graphics are scattered around, 
ready for use. 

You do have a clipboard option. 
After all, your document may be 

_. . _ . . . quite long. 200 pages laying around 

Figure 1. Creating standard or free form columns. Depending on your on a drafting table, can be quite a 

selection, other dialogue boxes are presented. bit much. You can also save the ob- 
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Figure 2. The Print Dialogue of Didot. Final screening, resolution and 
export options are selected from this dialogue. 


jects in your clipboard. An entire library of objects 
can be stored, ready for use. 

One incredible weakness in the program is that it 
runs in ST mono and TT High. In other words, 
although the program comes with all the features nec¬ 
essary to manipulate color, you can only use the pro¬ 
gram in monochrome???? 

Like Calamus SI, Didot uses icons to activate its 
functions. Many of these icons will, in turn, activate 
dialogue boxes to set parameters. Creating a text 
frame? How large? What font, etc.? These icons can be 
assigned key equivalents by the user. You can flip 
from function to function by using these equivalents. 
Those familiar with SL know that icon layers can be 
deep and mysterious. Didot's layers are much shorter 
and more “intuitive,” whatever that means. 

The problem with this system, as devised by Com - 
puterbild, is that each layer is an island to itself. 
While it is no trouble to assign key equivalents to 
icons, in order to switch, let us say, from text handling 
to image handling, requires the mouse. In SL, there is 
a macro recorder, which allows the user to switch be¬ 
tween completely unrelated functions. In Didot you 
must return to the main menu and then enter your 
new layers of icons. This is not a cumbersome system. 
The icons are so set up that the process is relatively 
easy. But Fm spoiled; DMC's system, after the user 
learns the macro recorder, is much, much quicker. 

Tfext Handling 

There are three types of text frames. The column 
text frame consists of a regular, user-defined column. 
After selecting this icon, the resulting dialogue box al¬ 
lows you to type in the height and width of the col¬ 
umn, select your typeface and type size and other pa¬ 


rameters. You then just place your col¬ 
umn on the page. Fbr all frame posi¬ 
tioning functions there are a host of 
snap to grids which can be set, saved 
and loaded. At any time, you can 
“grab” one of the control points on the 
frame and change its dimensions. 

The next type of column is the 
free form column. This column allows 
the user to distort the area of the text 
frame. Tfext can be forced to assume 
the area defined by the user. Tfext can 
be forced into various shapes, al¬ 
though only in straight lines, by mov¬ 
ing the corners or sides of the frame. 
The options are limited but handy. 

Finally, you can select the graphic 
frame option. Essentially, text created 
by this option can be manipulated as 
a vector object. In the dialogue box 
you can define the text to be straight, 
circular or to follow a path. After this text is created, 
it can be manipulated as a vector object, yet you can 
still edit the text in the frame. This is a very powerful 
feature for short documents, although you are limited 
to only 256 characters per frame. 

Tfext is entered through a separate text editor. 
Once selected, this is a window where you can type as 
fast as you want. There are no special word process¬ 
ing features and, to be fair, one usually uses a sepa¬ 
rate word processor, to create large blocks of text. The 
built-in editor in Didot is more then adequate for 
modifying text. Its big plus being speed of typing. Tfext 
frames can be filled from the editor or by importing 
text from a word processor. Tfext macro’s can be de¬ 
fined, loaded and saved as well as style lists. All of 
these options are quite solid. Indeed, the entire Didot 
program is very solid. I had a hard time trying to 
crash it. Finally, my dog came up with a number of 
valid suggestions for crashing the program. I suspect 
these consisted mainly of pulling the plug on the com¬ 
puter while I was making coffee. Still every once in a 
while, for no explained reason, the program would 
crash. But this is the solidest DTP program I ever 
worked with. 

Graphics 

With Didot you can load and manipulate only 
TIM, TIH and TIC raster files. These are respectively, 
modified forms of monochrome, grayscale, and color 
.TIF files. A number of separate conversion programs 
come with Didot to convert your existing graphic files 
into these formats. Just as with text frames, raster 
graphics are loaded by selecting the appropriate icon 
and then pasted onto the page. Once loaded they can 
easily be resized, or repositioned or cropped. 
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Vector graphics can be loaded in the original CVG 
format, Gem Metafile, GMA format or the native for¬ 
mat of Didot. Aside from its DTP pretensions, Didot 
contains, built into the program, a full featured vector 
drawing program. Among the many features included 
are a free form drawing mode, bezier or straight line 
drawing, various shapes and all the possible tools to 
create vector objects. If Didot shines in any direction 
it shines in its vector mode. When one weighs this 
program, its vector program should be considered. 
There is also an auto-tracing program built into the 
program as a module. This program, while not up to 
DMC’s Speedline module, let alone Gribnif Software’s 
Convector, is adequate for most jobs. 

Finally, Didot comes with a full-featured font edi¬ 
tor. You can load Postscript Type One, Calamus, or Di¬ 
dot fonts. Only CFN and Didot fonts can be saved. 
This is a very powerful editor, matching Genus, by 
Codehead software in power and far exceeding the 
Calamus version one font editor. 

Printing 

This represents both a strong and weak part of 
the program. Once the printing icon is selected, the 
resulting dialogue box (figure 2) presents the user 
with a number of options. You can load in various 
drivers including a Postscript export driver or a TIF 
export driver. From this dialogue you can export your 
files in Didot’s special format to be sent to a service 
bureau for printing, assuming your service bureau 
can print these files. As far as I know only San Jose 
Computer can print this format. EVom this dialogue 
you also select the line screening of your raster and 
vector graphics. You can also print directly to your 
printer. I have not fully tested the various drivers. 


The HP II driver took about three times as long to 
print as a similar file printed with Calamus. There is 
no HP IV driver. 

This represents a summary of the features of this 
very strange and powerful program. It will run best 
on a TT, but a four meg ST will handle the program 
very nicely, as long as you stay away from huge TIF 
files. Screen redraws are reasonably fast, but almost 
twice as long as Calamus SL. 

How can I make a recommendation? I’m still not 
sure what to make of this system. I once saw an expe¬ 
rienced user give a demonstration of Didot. He cer¬ 
tainly appeared to be able to whip out professional 
looking documents in no time. With Didot, you can go 
out and purchase a lino and hook it up to your ST. 
This program represents a tremendous amount of 
power. 

Whatever recommendation I make (ok, ok, I rec¬ 
ommend Calamus) is going to be a prejudiced one be¬ 
cause, while I can use the program, it’s by no means 
second nature. Bbr short documents, Didot’s metaphor 
of a drafting table is very useful. At the same time, it 
is capable of longer documents. Still, not even the 
most brilliant user of Didot can match an experienced 
user of SL in speed of output. Ultimately, that’s how 
you make money at DTP and that’s why I choose 
Calamus. If anyone has extra money, then I would rec¬ 
ommend it without hesitation, as a program that can 
perform certain functions better then anything else. 

Updated Version 

I’ve been informed that the version of Didot being 
sold today is an improved update from the version I 
am using. Among other improvements are a new 
Postscript driver, the ability to create virtual images 
(this means that all copies of a virtual 
image will reflect changes made to the 
original) and a number of other minor 
modifications. 

In the past I’ve read very favorable 
reviews of Didot from English maga¬ 
zines. Essentially they said that Didot 
was the program of choice for short docu¬ 
ments, Calamus SI for long ones. While 
Calamus at first appears intimidating 
(one of the great understatements), the 
program, in fact, becomes easy once the 
macro recorder is learned. At this point 
in time, I never even see many of the fea¬ 
tures of Calamus that I don’t use. I’m too 
busy switching from function to function 
by using key equivalents. Some of my key 
equivalents bring up obscure dialogue 
boxes that I use and then zoom back to 
the text editor or to graphics handling. I 
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Figure 3. Manipulating color in Didot. Of course this would a lot nicer 
if the program ran in color. 
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suspect the reviewers I mentioned above had never 
mastered Calamus. 

Sometimes I think that Didot was created for the 
purpose of, once and for all, proving that Germans are 
nowhere near as efficient as they are billed to be. At 
other times I feel that Computerbild, after releasing 
Retouche , suddenly realized that there was no way to 
output the stunning photos that were generated. As a 
result, they took an outstanding vector program, 
added full featured text handling and tossed in a font 
editor. In summary, I will say that Didot is an incred¬ 
ible, solid program, that doesn’t know what it wants 
to be. If I didn’t use Calamus , then this review, 
instead of sounding vaguely negative, would be an en¬ 
thusiastic endorsement. 

The program is distributed as a bundle with 
Retouche CD, the photo-manipulation program. Some 
readers will, undoubtedly, find this a problem. San 
Jose Computer tells me that they will sell the 
programs separately. Didot Pro Color being sold for 
$599 and Retouche CD for $699. Purchased together, 
San Jose is selling them for $1,000. 

In February, I hope to review the NOVA card in 
its 24-bit version. I’ve ordered it and can’t wait to use 
it. Until then... 
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by Lou Rocha 

Raise your hands if you want a Jaguar for Christ¬ 
mas? Well, if you don’t live in the New York or San 
Francisco area you can mail order a Jaguar direct 
from Atari. The telephone number is 408-745-2098 
(FAX 408-745-2088). Order now and you may get one 
in time for Christmas. This Jaguar update is typical 
of the “hot” information available in the Atari ST 
RoundTable. During the last 6 weeks there have been 
hundreds of messages about the Jaguar, Jaguar game 
developers and information about the Jaguar rollout 
in NY and SF. Another hot topic is the Atari stock 
area where a number of posters have reported their 
rising fortunes after picking up ATC at rock bottom 
prices. 

In this issue I will finish the primer on RTC com¬ 
mands, check out the Games RT with Sysop Scorpia 
and bring you highlights of the November Dateline 
Atari with Bob Brodie. I would also like to take this 
opportunity to wish you and yours a great holiday 
season and prosperous new year! 

GEnie Tips 

RTC Commands - Part 3 

Last month we began our explo¬ 
ration of the help menu and focused 
on some intermediate commands like 
/roo, /job, and /who. This time we will look at some ad¬ 
vanced commands, lb demonstrate these commands 
my colleague Sandy Wilson joined me in the RTC area 
(M475;2). 

First of a!! we need to see each other’s job 
numbers by using the /sta command: 

Roon 1, The General Club roon. 

Job City Roon Sta Hail n Rddress 

1 Don nills,0H 1 H ST.LOU 

2 Sonenhere,UT 1 H SANDY.H 

Td ask Sandy to join me in a private conversation, 

I type /pri 2 



Job 2 has been asked to enter private node. 

** <ST.L0U> is in private node. 

Sandy types /pri 1 to join me and then my screen 
shows 

Job 2 has joined you in private nnde. 

** <SAHDY.H> is in private node. 

If Sandy was asking me to join her in private 
mode, my screen would look like this: 

** <SflHDY.H> Job 2 requests you in the private node. 

After typing /pri 2,1 would see 

You are non private rath job 2. 

** <ST.L0U> is in private node. 

Once we are both in private mode, we can have a 
conversation that is unseen by anyone else: 

<ST.L0il> Did you receive your order? 

<SAHDV.H> Thanks, it cane today. 

lb exit from the private mode we simply type /xpr. 

The scranble command allows a private conversa¬ 
tion among more than two people by using a common 
keyword. All users who enter scramble mode with the 
same keyword will be in private with each other. 
Sancjy and I used “fish” as our keyword. 

/scr fish 

<ST.L0U> Scranble key is (FISH) 

<SRHDY.N> Only tbnse usiny /scr fish Mill see our text? 
<ST.L0U> Right. Anyone with the keynord can join us 
in private. 

lb leave scramble mode type /xsc. 

There may also be times when you want to moni¬ 
tor what is happening in one room while you are in a 
different one. In this case you can use the nonitor com¬ 
mand. 

After using the /roo 2 command to enter room 2,1 
can monitor room 1 by typing /non 1: 

(Ronn 1)** <ST.L0U> is Honitoriny. 

Hnnitoriny roon 1. 

(Roon 1)<SAHDY.H> I nonder where Lou went? 

I can see Sandy but she can’t see me unless Sandy 
types /non 2. Then I would be alerted that she was 
monitoring my room: 

(Roon 2)** <SAHDY.H> is Honitoriny. 
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Tb leave monitor mode, I would type /xnu. If Sandy 
typed /xiio I would see 

(Roon 2)** <SflHDV.N> not Monitoring. 

Our final advanced command is the squelch. It is 
used to block public or private messages from a desig¬ 
nated user. 

Sandy types /squ 1 and my screen shows 

** <SANDY,N> Has Squelched you. 

While I am squelched she will not see anything I 
type. If I try to send a private message like /sen 2 Hi; I 
would see You have been squelched by that job. 

Tb unsquelch me, Sandy types /xsq 1 and I see 

** <SHHDY.H> Has Xsquelched you. 

This command should be used discreetly as other 
users can be easily offended. 

Well, that wraps up our primer on RTC com¬ 
mands. I hope that you will join the growing number 
of attendees in the ST RoundTable RTC’s. We have 
just added another regularly scheduled conference for 
beginning and intermediate programmers on the first 
and third Thursday of each month. Our other regular 
RTC’s are the HelpDesk at 9:00 p.m. on Sundays; 
DTP/Graphics at 10:00 p.m. Mondays; Open House at 
10:00 p.m. Wednesdays; Dateline Atari with Bob 
Brodie at 10:00 p.m. on the first Friday of each 
month. 


announcements about enhancements and changes to 
their products. 

Libraries are an important resource, too. Video¬ 
cams from Air Warrior , special sound files and art¬ 
work for games, message archives, transcripts, game- 
play guides, and much more, besides, are waiting for 
you to download. Along with the bulletin board, these 
files can help bring you up to speed quickly. 

Online conferences are held every week for Air 
Warrior, Fed II, CyberStrike, BattleTkch, Dragon's Gate, 
and Gemstone 3. Game designers or members of their 
staffs are often present as special guests at these 
RTC’s. 

In addition, there is the Multi-Player Guilds Bul¬ 
letin Board on page 1048. This special area allows the 
individual teams, guilds, and houses, from all the 
games, to have their own private categories. Here they 
can talk about team business, discuss tactics, wrangle 
over game politics, or just let their hair down a little. 

The MPGRT is staffed by one chief SysOp, three 
senior SysOps, one Librarian, and eight assistant 
SysOps. Senior SysOps supervise multiple areas of 
the RT, while the assistants concentrate on particular 
game categories. All staff members were chosen from 
among the MP game players. They know a lot about 
the games, and are always ready to help other players, 
in or out of the games. 

So don’t go it alone. Learn more, play better, and 
have more fun by visiting the Multi-Player 
RoundThble on page 1045. You’ll be glad you did! 
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Multi-Player Games 
RoundTable 

Thanks to SCORPIA, chief SysOp 
of the MPGRT for submitting the fol¬ 
lowing article. 

Are you lost in the Troll Caverns? Have you found 
the unfriendly skies just a bit too unfriendly? Or 
maybe your ’mech is melting down at the wrong mo¬ 
ment in a firelight? Don’t despair! Help is available! 

Whether you prefer the fantasy of Gemstone or 
Dragon's Gate, the thrill of dogfighting in Air Warrior, 
space trading in Federation II, mech warfare in Bat- 
tleTech, or pod-to-pod combat in CyberStrike, the Mul¬ 
ti-Player Games RoundTable, on page 1045, can give 
you the edge you need in any of GEnie’s online games. 

The bulletin board contains a wealth of playing 
tips, game information, and “inside stuff” that you 
won’t find anywhere else. Many of the major players 
frequent the board, and they are always ready to help 
new gamers learn the ropes. The game designers also 
look in on the board to answer questions and make 


RTC Highlights 

Dateline: Atari 

— Jaguar Roll Out 



Our regular RTC reporter, Brian Harvey, is on 
holiday so this report will be a little briefer than usual 
<grin >. In this issue, we present the opening comments 
from Bob Brodie during the Nov . 4th session of Date¬ 
line: Atari — the Jaguar Roll Out Press Conference in 
New York . The following excerpt is taken from the offi¬ 
cial RTC transcript, courtesy of GEnie . All copyrights 
apply . 

<[Bob & Ron] BOB-BRODIE> Welcome one and all! 
We have just returned from the jungle!! Atari has just 
rolled out the 64-bit home entertainment system to a 
standing room only audience on the 48th floor of the 
Time-Life Building in New York City. 

What we have witnessed tonight is a new era for 
Atari Corporation. The introduction and announce¬ 
ment of release of the Jaguar, a 64-Bit home enter¬ 
tainment machine. On hand at the press conference 
were Jack Tramiel, sons Sam, Leonard and Garry, my¬ 
self, Bill Rehbock, James Grunke, Augie Ligouri, Tter- 
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ry Valeski, John Skruch, Susan McBride, Purple 
Hampton, and many other staff members from Sun¬ 
nyvale. 

Major press agencies such as CBS, NBC, ABC, 
CNN and local reporters from the New York Times, 
Wall Street Journal, entertainment and Atari media 
were in attendance at the event. Heard from nearly 
ALL of the attendees were WOW and shouts of excite¬ 
ment from the presentation hosted 
by Sam 'framiel. 

Guests were greeted by three male 
and female jet black leather and 
vinyl costumed jaguar cats. TVopi- 
cal foliage, flowering bamboo, 
moist fog, blue and green tinted 
pin spots and animal cries, deep 
from within the heart of the jun¬ 
gle. 

Inside, the concept changed dramatically. Encir¬ 
cling the entire event were Atari Jaguar and Lynx 
kiosks; accented with blue neon rods, ice blue pin 
spots and more tropical foliage. Positioned in two cor¬ 
ners of the room were wire cages with the jaguar-cos¬ 
tumed dancers. 

Sam gave a presentation, accompanied by video 
displays of the Jaguar TV commercial, and sales vid¬ 
eos for the retail stores. There was no expense spared 
to convey the messages to the attendees that Atari is 
serious about marketing the Jaguar. No fewer than 12 
screens positioned throughout the room carried the 
video, as well as Jaguar game play. Tfen Jaguar kiosks 
were stationed throughout the room, each showing a 
different video game title. John Skruch and other em¬ 
ployees were also prowling the crowd with pre-produc¬ 
tion EPROM carts in hand, ready to show the visitors 
the future of Jaguar gaming. 

Atari announced the signing of a number of new 
developers for the Jaguar tonight, including Virgin, 
Interplay, Microprose, UBI Soft, Gremlins Graphics, 
Millenium, and Accolade. Accolade will bring Bobsy, 
Jack Nicklaus Gold, Al Michaels Announces Hard 
Ball, Brett Hull Hockey, and Charles Barkley Basket¬ 
ball to the Jaguar. Atari Games announced that they 
will be using the Jaguar as a board for their arcade 
games. There will be a few other developers that will 
be announced in a press release a little later on, as 
well as more details regarding the specific titles that 
they will be developing for the Jaguar. 

Tbnight, it was also brought to my attention that 
there are reports circulating stating that we have 
stopped our computer business. I’m happy to state 
that this rumor is 100% FALSE! 

Atari is not leaving the computer business, we are 
still producing the Atari Ehlcon030. Just a few weeks 
ago, James Grunke was here in New York for the Au¬ 


dio Engineering Society Show, where Cubase Audio 
for Ehlcon by Steinberg was released. We feel that the 
Falcon is just now starting to see applications that 
take advantage of its unique capabilities. 

A few days later Bob posted this message in the ST 
RoundTable... 

“If you reside out of the areas that we will be sell¬ 
ing the Jaguar in, our Customer Service Department 
will be happy to accept your order 
for Jaguars. We are already accept¬ 
ing orders. You can call Customer 
Service at 408-745-2098, or FAX 
them at 408-745-2088. If you don’t 
have a fax modem or access to fax 
machine, don’t forget that GEnie 
offers a very nice FAX service! In 
the event that you choose to call, 
please be patient! The lines are 
very, very busy right now, and we’re a tad under¬ 
staffed.” 

In addition to the Dateline RTC, November had 
its usual share of formal and informal conferences, in¬ 
cluding one with Charles Smeton {STraight FAX) and 
David TVoy (TOAD Computers); this RTC will be cov¬ 
ered when Brian returns. We also had the inaugural 
meeting of the Programming RTC in which the 
groundwork and schedule were organized with eager 
participants. The Programming RTC will become a 
regular feature on the first and third Thursday of 
every month. If you have an interest in programming, 
why not join this working group - the more the merri¬ 
er! 

GEnie Sign Up 

1. Set your communications software for half du¬ 
plex (local echo), at 300, 1200 or 2400 baud. 

2. Dial toll free 1-800-638-8369 (in Canada dial 
1-800-387-8330). Upon connection type HHH 

3. At the U#= prompt enter XTX99437,GENIE 
then press the [RETURN] key. 

4. Have a major credit card ready. In the U.S. you 
may also use your checking account number. 

Sign Off 

Well, that about ends this month’s abbreviated col¬ 
umn. Next month we will have Brian and Larry back 
with their regular contributions and will also be add¬ 
ing some new departments. If you want to reach me 
on GEnie, just send email to ST.LOU. Prompt replies 
are a way of life on GEnie! 


... our Customer Service 
Department will be happy 
to accept your order for 
Jaguars • ••• You can call 
Customer Service at 
408-745-2098 , or FAX 
them at 408-745-2088. 
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HOLIDAY SPOTLIGHT ’9 


IMAGECOPY 2: Capture & Convert Graphics! 


Irn&gecopy 2* iff you k> capture bitmaps fern any Screen in any 


ATARI COMPENDIUM: OS Reference Book! 


tom IPOS 1.0 toTOS 5.0, GiM, the AES, VDI, XBIOS, GDOS andMuV 
liTOS. g || W is im thorough jjjj ||| M|l||Bi | | official: 


if* HU 


COLORBURST: Color Falcon Scanner! 


i if S * consptet 
262,144 colors 


e scanning. Up to 400dpi 
with ColorKit software i*>r 


^ t ifj__ : 



ToadCDPro}toyour Ficon030 and use it to view Photo CD pictures 


NVDI: The Complete Graphics Accelerator! 


. develop 1 replace the VD! of tiK 
on gfg| page). The VDI iwndios all 


$Ts operating system-see 0 
graphics. Thus, if von can rej 


NVDI- The Complete Graphics Accelerator-Just $$9M! 


PC Compatibles: Great Prices on Fast CPU’s! 


Toad Computers bus access to some of the finest PC-compatible! 

L. »___il .'Ll.. »» it Aitallokla tn aiw : 


AS! ■ m systems feature fast VUSA LOCALBUS HUMB to the 
screen redraws and disk access' wilt he as last a;, you have been | 
accustomed to on your Atari. All systems come with 4MB RAM, a 
245MB bard drive, keyboard, 14" ,28 dot pitch Super VGA monitor, a 
H# Uwaliro Mi HU curd, a Locate IDfc/Hoppy card, and a 3.5" 

M _a * _AcL__ A»£* ««u4 **** t«n ftAnmr <4rtiNac 


ate UN MS-DOS c?.2 and Windows 2 || arc ai.-o available ig| if 


Toad 48m-25 VESA LocaSms System - $114 9 —™ ~ 

TaaimDX'tt mALcmBm System ~$J$49 0*»a 

i Toad4S6DX2-66VESAlmOmSystm-Sim 1 





• Send & Receive FAXes 
with ony Class 1 or 2 
FAX Modem! 

• Drivers for PageStreom, 
Calamus, Speedo GDOS, 
Calligrapher, and more! 

• Broadcast FAXes 

• Many More Featuresl 


We introduced STraight FAX! 2.0 at the Glendale 
show in September! Find out why it’s our top selling 
piece of application software! 

It’s as easy as “point-and-click" to send a FAX with 
STraight FAX! Even to multiple destinations! And 
with these modem bundles, you can get STraight 
FAX! 2 0 practically free! But this deal is for a 
limited time only, so order toaday and start FAXing! 
(Alone Just $89.95!) 


Zoom AFX Modem 
with STratglil FAX! 2.0 

$ 149 . 95 ! 


Supra 144LC Modem 
with STraight FAX! 2.0 

$ 249 . 95 ! 


bupra V«a/KM$ m 06IH 
with STraight FAX! 2.0 

$ 299 . 95 ! 


Swan FAX Modem+ 

with Straight FAXI 2.0 

$ 199 . 95 ! 




* Clots! FAX (ompatlhlft 

laud FAX Send 

• 4800 Baud FAX Receive 

* 2400 toad Data with 
vMhh 4:1 Compression 

♦ Seven Y m< Warranty 


• Class 1 FAX Compatible 

• 14,400 Baud FAX & Data 

• Extruded Aluminum Cose 

• Silent FAX Answer Capability 

• Caller ID Ready 

• Five Year Warranty 


*<la»$ ! &2 FAX Compatible 

• 14,400 Baud FAX*fata 

• Extruded Alburn Cose 

• Shat FAX Answer Copabity j 


!i||i|)||||p: 


► Class 1 & 2 FAX Compatible 

► 9600 Baud FAX Send & Rec. 
»2400 Baud Data with 

v.42bis 4:1 Compression 
»Extruded Aluminum Case 
»Five Year Warranty 


Microprose Dogfight 

$49 

COOU 

Ancient Art of War In Skies 

$42 

Legends of Valour 

$54 


B-17 Flying Fortress 

PA’s Vektor_ 

$42 

See Next Two Pages! 


DA’s Vektor is an amazing package that allows you to create stunning, color 
3D designs as well as 2D or 3D animations. Do autotracing, drawing, 
animation, 3D charts, 3D text effects, and even vector morphing (like 
tweening in animation). Truly Spectacular. Utilizes PostScript Type One or 
Calamus fonts for excellent quality. Works on all machines with 640 x 400 
resolution - best on TT or Falcon. 2MB required. 

Try this toaday! Just $249.00! 

r toad computers ( 800 ) 448 -TOAD 

570-F RITCHIE HIGHWAY I «*****/ ' w " lr 

$EVERNAPARK,MD21146 |yarftoR^oWiwi?lltolotB/OMtar? 
(410) 544-6943 info We can help! Give us a cal, and we't either get permission to 

(410) 544-1329 fax s/upyou a Falcon directly, or tell you where you con buy one 

(410) 544-6999 bbs focray/ It's quick and easy and ihey're in stock now! 
























ATARIWORKS: The Integrated Package For You 


wmld tiave now experienced the P 

v • r 


The wore processor is incredibly .: 
easyto usCv ScalaMe foots' through- -h 
oaf AtariWorks produce $kmp 
printed output that’s identical to 
what you see on your screen* More 
than a few of our customers have 
primed out font samples with , 






M BEETLE MOUSE 



Houday 

Special! 


You specify the colors you’d like (while supplies last). We 
also have the unique American Rag Beetle Mouse. It’s red, 
white and blue with stars and stripes, too! Beetle Mice are 
super-high quality, with 320 dot-per-inch resolution and ultra¬ 
sensitive buttons. Order your Beetle Mouse toaday! See 
GEnie ST-Roundtable file TOADMOUS.ZIP for a color 
photo of a Beetle Mouse! The Beetle Mouse is an attractive, 
functional addition to any computer system. 


When You Need a New Atari I 

Mouse. You Want a BEETLE MOUSE! 


body buttons 

#1 = White White 
#2 = Grey White 
#3 = Black Black 
#4 = Blue Black 
#5 = Red Black 
#6 = Blue Yellow 
#7 = Yellow Blue 
#8 = Red Yellow 
#9 = American Rag 
#10 = Red Ladybug 

Any Mouse! Just $29.00! 

Available in PC & Mac Format Too! 



SPEEDO FONTS: Fifty New Ways to Look Great! I GciIlulatOF 



Run ST Programs on a PC! 

It really works! Imagine: Calamus at the Office! 


Gemulator 3.0 is here and ready to be shipped to STRAIG 
you! Much faster than previous versions, 

Gemulator 3.0 is a viable alternative to an ST and _ 
allows you to run ST software from within DOS or 
Windows. Use PC resources with ST programs. Or YUP1 
run your favorite Atari packages at work! Even TWI 
STraight FAX works great! Comes with TOS 2.06. 

Holiday Price of Just $209.00! (With ROMS) 



GENEVA & MultiTOS: Multitasking, But How? 



SC1224 Color $209 

SM124 Mono Refurb $ 109 

SC1435 Color 14 $299 

SM147 Mono 14 Refurb $149 

Toad RGB 14 Color $199 

CTX 14" Falcon VGA $289 

CTX 17" Falcon VGA $779 


Xtra RAM Simm Board 
1MB SIMMs 
ALL RAM Upgrades 
ICD AdSpeed ST 
ICD AdSpeed STE 
Golden Img 720K Drive 
PC Speed 

KeySkins Kbd. Prot. 
TOS 1.4 
TOS 2.06 

TOS Extension Cards 
Atari Joystick 
Atari Trackball 


MACINTOSH EMULATOR 

Spectre GCR 

with 128K ROMS! 

Just $325! 


Golden Image H.S. $199 

Migraph w/OCR Jr. $299 

Migraph w/TouchUp $219 

Colorburst Falcon Scan $419 

Colorburst with OCR $449 


Atari SLM804 Toner $39 

Atari SLM804 Drums $ 179 

Atari SLM605 Toner $29 

Atari SLM605 Drums $ 129 

Call for dot matrix, inkjet, and 
laser printers not listed here! 


DESKTOP PUBLISHERS! 

If you use Paper Direct 
paper, we have something 
for you! Call now to get 
these great templates! 

Paper Plates - $27 

(works with Calamus) 

ReadyTemplates - $39 

(works with PageStream) 
Order Yours TOADAY! 


SCANNING 

TRAY 

Comes with COALESCE image 
merger! Compatible with 
Migraph, Golden Image & Others! 
Now, every page will come out 
perfect! Scan left, scan right & 
merge. Great for OCR and 
STraight FAX! Only $49.95! 

OUTBURST! 

Start printing your PageStream 
and Calamus documents faster 
NOW with OutBurst! It’s a 
printer accelerator for high¬ 
speed inkjet and laser printers 
(like the HP series). Can in¬ 
crease printing speed up to 23 
times! Only $29.95! 

REPAIRS 

We do repairs here at Toad 
Computers, and we do them 
professionally and quickly. 
Some places just do it as a 
hobby. Trust Toad Com¬ 
puters for all of your ST 
repair needs. 


NOTE: Prices in this advertisement are good to January 20,1994. Prices subject to change without notice. 
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HARD DRIVES THAT SURPASS YOUR EXPECTATIONS! 



HzE SPEED TYPE BRAND BARE IN CASE |f? 



---s , >< 


tMMHHr 


Autopark Conner Call Call 

Autopark Quantum $179 $249 

Autopark Quanlum $209 $279 

t Autopark Quantum $229 $299 

I Autopark Maxtor $279 $349 

t Autopark Maxtor $349 $419 

Autopaik Fujitsu $589 $659 

| Autopaik Maxtor $1299 $1369 

I Autopark Fujitsu $999 $1069 

Autopark Seagate $1699 $1769 

1 Autopark Fujitsu $2279 $2349 

, Removable SyQuest $429 $499 

> Removable SyQuest $299 $349 

Removable SyQuest $449 $479* 

Floptical Insite $299 $369* 

: * Comes in Compact, Portable Cose Not Pictured. 

All Quantum Drives have 2 Year Warranty. All Maxtor Drives have 2 Year Warranty. 

All SyQuest Drives Have 2 Year Warranty. 500MB+ Drives Have 5 Year Warranty. 



• ICD LINK to connect drives to 

Atari ST/STE. With DMA Cable. $90 

• TT SCSI Cable to connect drives to 

Atari TT/Mac/PC $19 

• FALCON SCSI Cable to connect drives 

to Atari Falcon 030.3' or 6'. $29 

• ICD AdSCSI connects type 5 drives to 
Atari ST/STE. With DMA Cable. $90 

• ICD AdSCSI+ connects type 5 drives to 
Atari ST. W/ DMA Cable, Clock. $99 

• SCSI Drive Cable to connect drives to 

other SCSI drives. $19 

CUSTOM CABLING AVAILABLE! 


AH Drives (Except Shoebox) Have SCSI ID Switches! 


AMAZING FALCON RAM BOARD DEAL! 


Our Prices Get 
Lower Every Day... 

Call for the Latest 
Specials! We want 
your business! 


WE STOCK MORE CURRENT ATARI ST SOFTWARE THAN ANYONE ELSE! 


1 


$63.50! 

Upgrade to 14MB 
with standard SIMMS! 


This amazing deal won’t last 
long. Get it while it’s hot! Uses 
four 4MB x 8 SIMMs! Works 
great! 4MB SIMMS Just $149 
each! (Prices may change.) 


SCREENBLASTER & FALCON SPEED! 


The Falcon’s VIDEL graphics processor is capable of quite 
a lot - much more than just 640 x 480! And with a little help 
from the ScreenBlaster hardware/software package, you can 
push your Falcon up to resolutions of 1152 x 832 and 
beyond. Falcon Speed is the AT emulator for the Falcon. 

Just plug it in (into the internal expansion slot) and you’re 
ready to run MS-DOS 6, Windows 3.1 (includes speedy 
color driver), and all the programs that work with them! 

Falcon Screenblaster Enhancement - $99 
Falcon Speed 8028616MHz PC Emulator - $279 


1st Word Plus 3.2 

$69 

Convector Prof. 

$99 

Grammar Expert 

$39 

MegaPaint Prof. 

$89 

Speedo Starter Kit 

$59 

AES Quick Ref. 

$14 

Crossword Creator 2 

$24 

GramSIam 

$29 

MIDI Spy 1.0 

$49 

Speedo Fonts (50) 

$36 

ArabesqueProf. 

$129 

Data Diet 2 

$49 

Hard Disk Sentry 

$37 

MigrapnOCRJr. 

$119 

Spelling Sentry 

$39 

Assembly Guide 

$27 

Data Rescue 

$47 

Hard Disk Toolkit 

$24 

MugShot 

Call 

Stalk Tne Market 

$59 

Atari TOS Catalog 

$12 

DA’s Vektor 

$249 

HiSoft Basic 2 

$94 

Multidesk Deluxe 3.3 

$39 

Stalker 3 Terminal 

$34 

Avant Vector 

$169 

DBMan v5.3 

$179 

Highspeed Pascal 

$119 

NeoDesk 3 

$39 

Steno 2 Editor 

$29 

AwardMaker Plus 

$34 

DevPac 3/TT 

$99 

Home Accounts 2 

$79 

NeoDesk CLI 

$22 

STyle Image Editor 

$29 

BitMaker 

$39 

DigiTape 

$189 

Hotwire+(w/Maxifile) $46 

NVDIVDI Replace. 

$79 

TBXCad 

$59 

Calamus 1.09N 

$179 

DynaCADD 2D 

$249 

Image Cat 

$29 

Outline Art 1.0 

$79 

That’s Write 2 

$149 

Calamus Font Editor 

$69 

DynaCADD 3D 

$599 

Image Copy 2 

$34 

Outline Art 3.0 

$99 

Timeworks DTP 2 

$129 

Calamus SL 

$599 

EdHak(Acc. Editor) 

$21 

InShape 3D Modeler 

Call 

PageAssistant Helper $39 

Type One Converter 

$39 

CalAssistant 

$29 

EPSAIot ClipArt 

$28 

Invision B/W 

$109 

PageStream 2.2 

$179 

Ultimate Virus Killer 

$22 

Calligrapher 3/Gold 

$149 

Fast Copy Prof. 

$45 

Invision Color 

Call 

PgS ReadyTemplates $28 

Universal Item Sel. Ill 

$19 

Cardfile 4 

$29 

First Graph 

$69 

Knife ST 

$39 

PgS Qwikforms 

$28 

Warp 9 Accelerator 

$39 

Cherry Font Packs 

$24 

Font Designer Plus 

$129 

Lattice C5.52 

$189 

Phasar4.0 

$59 

WERCS 

$39 

C-Manship Complete 

$29 

Font Farm PS Fonts 

$28 

LEXICOR 

Call 

Printmaster Plus 

$39 

Word Search Creator 

$24 

Cliptomania I/ll 

$28 

FontVerter 

$39 

LDW Power 

$109 

Redacteur 

$149 

WordUp (Version 3) 

$39 

Coalesce Merger 

$19 

Geneva 

$59 

Logo Library 

$29 

ScanLite 

$19 

WP Switch 

$24 

Codekeys Macros 

$29 

Genus Font Editor 

$69 

Mailing Manager ST 

$39 

SCSI Prof. (ICD) 

$47 

XBOOT Boot Mgr. 

$34 

CompoScript 

$199 

GFA Draft Plus 

$99 

MegaKem 

$39 

Speedo GDOS 

$54 

MANY MORE AVAILABLE! 


STUDIO PHOTO: PHOTO FUN FOR FALCON! 


If you’ve ever envied the kind of photo manipulation 
possible with Photoshop or PhotoStyler, be envious no more! 
Studio Photo brings color photo retouching capability to your 
Falcon030 at a fraction of the price of these other programs. 
Available now! Studio Photo for Falcon - Call! 

Also Try: TRUEPAINT, True Color Graphics - $79.00! 


I (800) 448-TOAD 

(Please Use for Orders Only! Thank You!) 

m Hard Drives Ship Free In 

(410) 544-6943 Info c ™ ,ine " ,al us 
(410) 544-1329 FAX 
(410) 544-6999 BBS 


New 1994 Catalog Now Printing! 

TOAD COMPUTERS 
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1 1 570-F GOV. RITCHIE HIGHWAY 

SEVERNA PARK, MARYLAND 21146 

MD Residents Add 5% Sales Tax 























I never mentioned what this school is all about 
that Fm attending here at Fort Belvoir. It’s called De¬ 
fense Systems Management College. Program manag¬ 
ers for the big Department of Defense acquisition pro¬ 
grams are required to attend by law. Fm not one of 
those yet, but, hopefully, this school will head me in 
the right direction. Once I graduate, I will be in 
charge of the earth-based part of a $14 billion early 
warning satellite program in Los Angeles. Fve been in 
the weapon system acquisition business all my Air 
Force career and have seen quite a sum of taxpayer 
dollars change hands. In spite of what you may hear, 
we do a pretty good job, especially compared to other 
countries. 

One advantage that the US defense acquisition 
business has over other countries is that it is highly 
computerized. We take courses here on computerized 
program management decision support systems. All 
the financial accounting systems are computer based, 
of course. In a short while, our environment will be 
paperless, with all information to include manuals, 
drawings and reports, to be available solely as “soft- 
copy” on computer. We’d die if it weren’t for the elec¬ 
tronic spreadsheet to help us estimate program costs. 
Everything we do in my business is touched by com¬ 
puters. In fact, the system I will be managing in Los 
Angeles consists mainly of computers. So I will be us¬ 
ing computers to help me buy more computers. Are 
computers procreating already! 

Elsewhere in This Issue 

We have three old hands this month, joined by one 
new guy, Dave Paterson. Dave is a foil time student 
and part time member of the Canadian Armed Forces. 
He’s informed me that he intends to organize his disk 
collection before the turn of the century. (Odds are he 
won’t make it.) Fortunately, Dave did manage to finish 
the latest version of his HyperCard program for the 
8-bit which he describes for us in this issue of CN. 

Our Atari Classic farmer, Tbm Andrews, is back 
with informative and useful piece on making signs 
with your 8-bit computer. If anyone knows where to 
get copy of the Converter program for Print Shop 
Icons that Tbm mentions in his article, or if you have 
that program, please let me or Tbm know. 


8-Bit GEnie 
Front Ends 

Kevin Packard, our resident Diamond GOS pro¬ 
grammer, rejoins us with some insights that will allow 
you to animate your 8-bit’s mouse with Atari BASIC 
through Diamond. 

Finally, Mike Ibdd gives us the ins and outs of 
adding an IBM PC style keyboard to your Atari Clas¬ 
sic with DataQue’s 'fransKey. 

Small Business System Clarification 

We may have created a bit of confusion with the 
use of the term ATASCII in our review of Black 
Moon’s Small Business System (SBS). Since SBS is 
written in Atari BASIC, it uses the standard decimal 
“155” for a carriage return rather than the standard 

ASCII CTRL_M, CTRL_J. So SBS data files are 

stored in standardATASCII format. If you manually 
edit an SBS data file with a word processor, you need 
to make sure that it is saved with those “155s” intact 
and that the word processor’s formatting commands 
are not stored into the data file. AtariWriter will auto¬ 
matically add formatting commands to the beginning 
of a text file. So when using AtariWriter+, you will 
need to save using the ASCII storage option, which is 
an unfortunate choice of words. If you use TbctPRO, 
you don’t need to worry about formatting commands 
being added to the file (unless you manually add 
some). 

American Tfechna-Vision Holiday Sale! 

Right before we went to press for the November 
issue, we received a super special coupon from Ameri- 
can-lbchnavision (ATV) to insert into the issue. So, 
we fit it in (sorry about the placement, guys) and 
added a small box to my column to call attention to it. 
ATV wants you to tear the page out of the magazine, 
in case you didn’t read the coupon carefully. Ilfs a 
small price to pay, given the fantastic savings you get. 
The prices are absolutely phenomenal! We’re talkin g 
half price on almost all (if not all) of ATVs stock of 
new software and hardware items. ($20 for a 1050 
Drive Mech! Get out of town!) Just to allay any fears, 
when I talked to AT Vs owner, he assured me that he 
was not going out of business. He just wanted to pro¬ 
vide a “one time good deal” to us 8-bitters. We thank 
you kindly, ATV for thinking of us. Sale ends January 
31, 1994. 
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CSS Holiday Sale! 

Computer Software Services (CSS) is also having 
a holiday sale from December 1, 1993 to Janu¬ 
ary 31, 1994. It is not unlike the one they held last 
year for the unveiling of Atari Classics. CSS will be 
mailing flyers on the sale to their database the begin¬ 
ning of December. If you don’t get a flyer, call or write 
CSS and request one. Here are a few examples of the 
sale items: Super Archiver II ($49.95), XF En¬ 
hancer ($29.95), XF Dual Drive ($119.95), Multiplexer 
($149.95), Black Box ($179.95). 

CSS has also re-inventoried and updated their 
used hardware and software catalog. If you need 
something specific, give CSS a call and see if they 
have it. For further information, contact: Computer 
Software Services, P.O. Box 17660, Rochester, NY 
14617. Voice: (716) 429-5639; FAX: (716) 247-7158; 
BBS: (716) 247-7157 

GEnie News 

The big news on GEnie is that there is now a 
working 8-bit “front end” hosted on a commercial pro¬ 
gram called BackTalk. BackTalk is available from 
B&C Computervisions for $17.95. It’s not the greatest 
terminal program around, but it has a very powerful 
macro feature that allows complex interactions with 
the host BBS or, in this case, GEnie. 

Initial efforts to create BackTalk macros were 
started by Glenn Saunders, who then passed the ef¬ 
fort to Jim King (Kamaro King), who put out the first 
beta test version in late October. The macro file is 
available on GEnie as File #6654. I haven’t personally 
tried to use it, since I don’t have BackTalk . The macro 
will allow you to auto-logon to GEnie, check for and 
scan all new mail, check for and scan all new mes¬ 
sages and check for and scan all new files. The macro 
will need to be customized for your particular set up 
and passwords. If you’re not up to that, you can con¬ 
tact Jim via E-mail, send a GIFT OF TIME for $4.00 
(to J.KING73) and he’ll gladly set aside some time to 
customize your personal macro; to include adding 
scans to other RT’s, BB’s, inserting your region’s GE¬ 
nie dial-up number and so forth. Jim is also in the 
process of programming a stand alone Aladdin-type 
clone, but that is several months away. 

In parallel with this, Jeff Williams (ALFRED) has 
a beta copy of his program Djinni out for testing. This 
is yet another Aladdin clone for the 8-bit that lets you 
do just about everything Aladdin does for the ST. It’s 
written in Action! and it is very fast. I’m actually test¬ 
ing it myself and it looks very promising. 

I’d like to publish reviews of all these GEnie front 
ends in Current Notes , once they are a little more 
solid. Let me know if you are interested. 

The Thursday night Real Time Conferences are 
still going strong on GEnie as well as several other in¬ 


teresting programming efforts. One is called Flicker- 
Term , which is a new terminal program. The other is 
HyperE , which is an 8-bit screen display accelerator. 
There have been quite a few technical discussions on 
these two in the message bases. There are lots of 
great new files in the Library. One is the latest listing 
of 8-bit files at the University of Michigan Atari Ar¬ 
chive (File #6651). 

CompuServe News 

The CIS Sunday night CO is still languishing and 
the library is a bit slow, but the message base has 
been bursting lately. Here are a few interesting tidbits 
from the message base that might be of interest. 

Recently, there have been a lot of RS232 “pin out” 
questions on CIS. Cai Campbell posted some informa¬ 
tion about a product that solves your RS232 cable 
problems forever. It’s called the Smart Cable. Smart 
Cable is advertised as “The only serial cable you need 
to own!” It comes with a logic module that automati¬ 
cally adjusts for the correct pinouts of two devices. 
Cai has been very happy with his Smart Cable. It re¬ 
tails for $49.00, but you can probably find it on sale. 
If you cannot locate it, you can contact the manufac¬ 
turer directly: IQ Technologies, Inc.,22032 23rd Drive 
S.E., Bothell, WA 98021-4497. Voice (206) 483-3555; 
FAX (206) 485-8949. 

Someone recently asked how to hook up a Laser 
Printer to an 8-bit. I was pleased to see Albert Dayes 
of Atari Explorer Online (AEO) provide a detailed re¬ 
sponse on how to send postscript commands from 
your 8-bit to do this. Mind you, AEO is an ST publica¬ 
tion! It was pretty neat. I have the command set, if 
you are interested. It will work with any computer. 

New Atari User Magazine 

Our publisher, Joe Waters gave me a huge stack of 
Great Britain’s New Atari User (NAU) Magazines 
from last month. NAU is a very good magazine. Here 
are couple of observations: 

NAU is principally an 8-bit magazine, though it 
has a few ST pages at the end of it. Sort of reminds 
me of the early days of Antic , when the ST was born. 
They have a monthly column on STOS for the ST. 
STOS is an ST game programming language that 
never quite caught on here in the States. 

About a year ago NAU went to an “all subscriber” 
basis and newsstand copies were no longer available. 
At the same time, the pretty multicolor covers gave 
way to two color covers. NAU is still printed on glossy 
paper, but it is obvious that they are going through a 
“right sizing” effort like everyone else. Overall quality 
of the magazine appears not to have diminished. 

I note that at least three 8-bit articles from CN 
have been printed in NAU—about a year after they ap¬ 
peared here. I’m flattered. 
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The great majority of articles revolve around 
type-in programs. If you are into that, this is the 
magazine for you. Subscribe immediately! 

The Europeans are still heavy into cassettes. In 
fact, Speed Hawk, one of the last games ever released 
by Atari Corp, only comes on cassette. I don’t think it 
was even released in the States. In feet, there is a ton 
of stuff advertised in NAU that I have never heard of. 
It’s like being a kid in a candy store, going through 
the ads. One of the vendors, the Accessory Shop even 
takes VISA and MasterCard, so you can buy things 
without a lot of hassle (i.e. no international money or¬ 
ders). 

You can get a disk with each issue, if you don’t 
want to type in the programs each month. There are 
reviews of both old and lots of new programs. A big 
highlight is the mailbag, which is quite interesting. 
There’s even a pen pal section! And, of course, you get 
to read about all that new programming happening 
“on the Continent.” In all, an issue averages about 64 
pages. Here’s the subscription info: New Atari User, 
P.O. Box 54, Stafford, ST16 1DR United Kingdom; 
Voice: 0785 213928; Annual subscription cost (6 is¬ 
sues): North America (17£ surface, 23£ airmail); Disk 
(32£ surface, 42£ airmail.) 

Sources List 

We’re plugging away at the definitive Atari 
sources database. I’m still trying to work with the 
Atari Classics (AC) people to see if they want to pull 
off a coordinated effort. I’ll keep you posted on that. 

I’m still looking for people to help verify sources. 
So far, we’ve verified 34 valid Atari sources. Twelve 
places have turned out to be dead. Twelve places are 
in the process of being verified. Over 40 places still 
need to be checked out. Let me know if you are willing 
to help. I also want to hear your comments and sug¬ 
gestions about this project. What information do you 
want to see in the list? Is there a place we haven’t 
shown thus far that you want us to verify? 

Here’s the third increment of the list we’ve been 
working on. Special thanks to James Carney who got 
the info on several of this month’s entries. 

Bolt’s Electronic Repair Service, 15737 Le- 
Marsh Street, Sepulveda, CA 91343. Regain Author¬ 
ized Atari Repairs. Specializing in 8-bit computers 
and disk drives. Owner: Joe Bolt (Verified 7/93-rlr.) 

Data 8, P.O. Box 210, Mouth Card, KY 41548. 
HW SSL vendor. Fbrmerly known as Phantoms Atari 
8-bit. Carries some used hardware. Write for list. Re¬ 
pair work on ICD R-Time 8 cart, $20 + $2 postage. 
Carries PD, used, and imported software (games, ap¬ 
plications, utilities). Disk catalog: $5 with variety of 


imported programs; $2 without imported programs. 
(Verified 10/93-jmc.) 

Electronic Clinic, 4916 Del Ray Ave. Bethesda, 
MD 20814. (301) 656-7983. HW SW vendnr/rpnair Re¬ 
furbished equipment, new and used software, service. 
No catalog, call for items or visit, (verified 8/93-rlr) 

K-products, P.O. Box 22122 A.M.F., Salt Lake 
City, UT 84122. HW SW develoner/ppndnr Voice: (801) 
967-7400; BBS: (801) 967-8738. Develops and supports 
BBS Express! Professional 8-bit BBS, Supra HD in¬ 
terface, DK Utilities, HardBack/Restore. Owner: Bob 
Klaas. (Verified 11/93-rlr.) 

Novatari XL/XE PD Library, C/O Geoffrey 
Dimego, 8612 Thames Street, Springfield, VA 22151. 
S/W vendor. (703) 425-5030. PD archive, 221 disks. 
(Verified 9/93-rlr.) 

San Jose Computers, 1278 Alma Court, San 
Jose, CA 95112. HW SW vendor. Voice: (408) 
995-5080; FAX: (408) 995-5083. New and recondi¬ 
tioned hardware, software. Owner: Mark Dalldorf. 
(Verified 9/93-rlr.) 

Software Infinity, 642 East Waring Avenue, 
State College, PA 16801. SW vendor. (814) 238-7967 
(24 hr ans) Extensive PD listings and some imported 
software. Send SASE for sample hard copy list. $2 for 
comprehensive disk catalog. (Verified 10/93-jmc.) 

Surplus Computer Software, 3301 S. Harbor 
Blvd, Santa Ana, CA 92704. S/W liendsm Voice: (714) 
751-2667; Fax: (714) 751-0914. Large selection of new 
Atari 8-bit software. No catalog currently available. 
(Verified 7/93-rlr.) 

Ibad Computers, 570-F Governor Ritchie High¬ 
way. Severna Park, MD 21146. HW SW vendor/repair. 
Info: (410) 544-6943; FAX: (410) 544-1329; Or¬ 
ders: (800) 448-TOAD. New, used, and reconditioned 
hardware. New and used software. Repairs when eco¬ 
nomically feasible. Owner: Dave Thy. (Verified 
8/93-rlr.) 

TWAUG, P.O. Box 8, Wallsend, fyne and Wear, 
U. K. NE28 6DQ. Publisher. CIS: 100120,2025. News¬ 
letter of the fyne and Wear Atari User Group. Pro¬ 
duced entirely on an 8-bit Atari. Published every 
other month. Contact: David Ewens. (Verified 
9/93-rlr.) 

T.W.E., P.O. Box 44251, Parkland, WA 98444. SW 
vendor• D'ans World Exchange. Shareware programs 
by Roland Pantola and Polish imports w/English 
translation. Send SASE for listing. Introductory of¬ 
fer—3 game set in basic (Mastermind, Calendarium, 
and Dzungla) for $3. Make checks payable to Chris 
Carson. (Verified 10/93-jmc) 

That’s all for now. You can contact me via the 
snail mail or e-mail addresses at the front of the 
magazine. 
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CardStax 

■ffypettext fiot the -ffteti 8—hit 

by David A. Pederson (GEnie: D.PATERS0N2) 


With the advent of HyperCard for Mac computers, 
hypertext has become a fast moving area in personal 
computers. Until now, there really hasn’t been a way 
to create your own hypertext applications for Atari 
Classic computers. 

CardStax is a hypertext creation and viewing 
package for all Atari 8-bit computers. There’s an edi¬ 
tor to create cards, and the main program to display 
stacks that you’ve created. But this begs the question, 
“Just what the #&@! is hypertext, anyway?” 

At its most basic level, hypertext is a family of 
fragments of text that can be addressed in a non-lin¬ 
ear fashion. Or, in English this time, it’s like reading 
a book using whatever order of pages you want. Hy¬ 
pertext systems are designed to let you read what you 
want when you want, without flipping through piles 
of irrelevant information. 

Infocom’s text adventures, like Zork or Planetfall , 
are good examples of hypertext-the user controls the 
environment and pacing of the text. The user deter¬ 
mines the order of events, unlike traditional books, 
which present the reader with the story already com¬ 
plete in a final form. Most modern hypertext systems 
let the user make his selections with a pointing de¬ 
vice, like a mouse or joystick. 

Hypermedia goes one step further. It is hypertext 
with pictures and sound. CardStax is actually a hy¬ 
permedia system, letting you mix fall screen graphics 
with text and sound. How does it work? 

CardStax is built around two main concepts, 
stacks and cards. A card is a collection of informa¬ 
tion to be displayed on the screen, along with instruc¬ 
tions on how and where to display it, r ill as how 
the card links up with other cards. A , . i can have 
up to six links in it. These links define an area, the 
next card to load (if any) and a machine language rou¬ 
tine to call. 

A stack is merely a collection of cards. In Card¬ 
Stax , all the cards for a stack are stored in a sub-di- 
rectory, so they don’t clutter up the main directory. If 
you don’t know the difference, don’t worry. CardStax 
handles all that automatically. 

If you want to create your own stacks, but, like 
me, have little or no artistic talent, take heart! Card¬ 
Stax is designed to take many pre-existing graphics 
files and display them. The editor lets you combine 
Micropainter pictures, or any 62 sector picture files, 
along with Print Shop*™ graphics, text and even Pokey 


Player music files! Advanced programmers can write 
machine language routines to add to their stacks. 

CardStax also supports a number of different 
pointing devices. You can move around the program 
using a joystick, Tbuch Tablet or even an ST mouse! 
Simon r frew of London, England wrote the pointer 
routines and released them as MultiMouse. CardStax 
also permits you to print out any screen display to an 
Epson or compatible printer, using the G: device han¬ 
dler written by Charles F. Johnson. 

CardStax isn’t the equal of a program like Hyper¬ 
Card for the Mac. But it will let you experiment with 
hypermedia on your Atari. I’d love to see what you can 
come up with. Your imagination is the only limit! 

CardStax is available on GEnie as file #6683, and 
on CompuServe in Library 4 as CRDSTX.ARC. If you 
don’t have access to either of those networks, I’ll make 
you a copy for $5 to cover the disk and mailing ex¬ 
penses. My address: David A. Paterson, 4900 Doherty 
Ave., Montreal, Quebec H4V 2B2 Canada. 


SpiNNiNq Biis Into lM/\qes 


GRAPHIC PAKS 

Order over 20 Megabytes at a time! PDR graphic paks are 25 DS disk 
sets filled with IMG files! $54.95/2 sets-$104.95/3-sets $149.95/All four! 

- $189.95 

PDR-1 General - Over 500 files in 34 categories! 

PDR-2 Holidays - Over 600 files for all the holidays! 

PDR-3 Drop Caps - Over 36 sets of illustrated drop 
capitals! 

PDR-4 DTP - Over 850 files borders, banners, printer’s 
ornaments, and more! 

Vectors! 

Vector graphics print smoothly at any size! Order these 
today! Specify CVG, EPS, or GEM/3. For CVG: $24.95/both 
$44.95! For GEM/3 Add $2/set. For EPS Add $3/set. 

PDV-1 General - Over 520 graphics in 28 categories, 

PDV-2 DTP - Set includes over 450 files, including 

borders, printer’s ornaments, illustrated drop 
capitals, two gray-scaled ’3d’ fonts, and 
more. 

ORDERING INFO: 

Add $3.00 S&H ($4 Canada) to purchase price, and send check 
or money order (sorry, no credit cards) to ESG, PO 
BOX 1517, LAWRENCE, KS 66044 
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BSC COMPUTERVISIONS 

2730 Scott Boulevard - Santa Clara, CA 95050 


COMPUTEKS.f/ 


Store Hours Tue - Fri 10am-6pm 
Sat - 10am - 5pm Closed Sun - Mon 

408 - 986-9960 


1040 STE 

1 meg $425 

2 meg $495 
4 meg $560 

Great Family 
Computer! 


MEGA ST 

LOWEST PRICES 
EVER!! 

2 meg $495 
4 meg $555 

The Original MEGA 


5r MONITORS 

B&C SC1224 $200 
ATARI SC1224 $250 
ATARI SC1435 $365 
ATARI SM147 $199 
ATARI SM124 $175 
DEMO SMI24 $125 


19" Moniterm Monitor 

for TT $495.00 


FALCON 

Call For Prices 

FALCON HARDWARE 

RAM GIZMO . $99.95 

FALCON SPEED(286) $299.95 
SCREENBLASTER .... $99.95 
FULL COLOR SCANNER$499.00 


FALCON PROGRAMS 

ISHAR . $59.95 

ISHAR 2 . $59.95 

TRANSARCTICA . $59.95 

NVDI . $99.95 

FOTO SHOW (WDRIVER) $31.50 
RETOUCHE/DIDOT PRO $899.95 

STUDIO PHOTO . $89.95 

CUBASE AUDIO . CALL 

NOTATOR LOGIC .... $350.00 

D2D EDIT PRO . CALL 

4T/FX . CALL 


RECONDITIONED 

MERCHANDISE 


400 Computer 16K with BASIC 

$24.95 

800 Computer 48K/Star Raiders 

$59.95 

800 Computer 288KJD 

$175 

600XL computer with 16K 

$39.95 

600XL computer with 64 K 

$59.95 

810 disk drive 

$100 

1050 Disk Drive - dual density 

$135 

Atari Trackball 

$4.95 

XDM121 DaisyWheel Printer 

$99.95 

90 day warranty 


. 


NEW B-BIT 
COMPUTERS 

130 XE COMPUTER ... $175 
65 XE COMPUTER .... $125 
XE GM W/LIGHTGUN, FLIGHT 
SIM, JOYSTICK ..... $139 
XE GM LESS ACC. ... $105 

MULE!!!! 

ORIGINAL BEST SELLING 4 PLAYER 
GAME FOR THE ATARI 800 

$29.95 


BOO/XL/XE CARTRIDGES 


DAVIDS MIDNIGHT MAGIC * 
ACE OF ACES * -^4Bi1 

ARCHON J HB S3M 

BALLBLAZER 

BATTLEZONE S Kf 
BLUE MAX 

DIG DUG iSO 

FOOD FIGHT * €==3 

FOOTBALL 

GALAXIAN ; i 

DESERT FALCON 
DONKEY KONG 
DONKEY KONG JR ftn | 
EASTERN FRONT ’41 
CAVERNS OF MARS d 
DARK CHAMBERS* 

RESCUE ON FRACTALUS 


only $9.95 
each!!! 


FINAL LEGACY 

GATO 

JOUST 

JUNGLE HUNT 
LODE RUNNER 
MILLIPEDE 
MISSILE COMMAND 
MOON PATROL 
NECROMANCER 
ONE ON ONE * 
PENGO 
ROBOTRON 
SKYWRITER 
SPACE INVADERS 
STAR RAIDERS H 
TENNIS 
* = XL/XEONLY 



ATARI 

LYNX 

$79.95 




LYNX POUCH CASE ... $19.95 
LYNX LARGE CASE ... $23.95 
LYNX FANNY PACK ... $24.95 
AC POWER ADAPTER .. $17.95 
LYNX 6 D-CELL PACK $17.95 
CAR ADAPTOR FOR 2 . $20.95 
SUN VISORS . $ 7.95 


~ NEW ITEM - 
RECHARGEABLE BATTERY PACK 
$29.95 limited quantities 

Holds charge for about 3 hours, recharge overnight 




NEW GAME TITLES 

BATTLEWHEELS . 39.95 

DIRTY LARRY . 39.95 

DRACULA. 49.95 

JOUST . 39.95 

WORLD CLASS SOCCER_ 29.95 

PITFIGHTER. 49.95 

CASINO . 39.95 

DINO OLYMPICS . 39.95 

LEMMINGS . 39.95 

JIMMY CONNERS TENNIS . 39.95 

GORDO. 39.95 

MALIBU VOLLEYBALL _ 39.95 

DOUBLE DRAGON . 39.95 

We carry a full assortment of games and accessories 
for the Atari Lynx! 


JAGUAR 

64-BIT GAME 
MACHINE $250 

Small Business Systems 

$29.95 (800/XL/XE) 

Includes Label Master & 
Multi-column Lister 

1 MODEM 

I 14400 MODEM/FAX 

1 V. 32 

1 $175 

PARTY QUIZ! 

Trivia at it’s best - 1 to 4 players 
$29.95 (80WXL/XE) 

Includes controllers 

Hayes Modem 

2400 baud 

CCITT V.22bis, V.22, 
V.21, 212a, and 103 

MIDI INTERFACE 

With SOFTWAREII 

MIDITRACK II 800/800XL 
$79.95 

MIDITRACK III 130XE 
$79.95 


PORTFOLIO 

hand held computer 

1 meg Flash Ram 

$179.00 

2 meg Flash Ram 

$254.00 

Parallel/Serial Ports & Rom 

$129415 

20 meg FlashDrive 

$299.00 

PARALLEL INTERFACE ... 

49. 

.95 

SERIAL INTERFACE . 

79. 

.95 

64K MEMORY CARD . 

99. 

.95 

524K FLASH MEMORY CARD 

199. 

,95 

128K MEMORY CARD . 

169. 

.95 

AC POWER ADAPTER . 

9. 

95 

PC CARD DRIVE . 

99. 

.95 

LEATHER CASE . 

49. 

95 

VINYL CARRYING CASE .. 

24. 

.95 

PORTFOLIO ONLY . 

219. 

,00 


5PECIAL VALUES FOR YOUR 
BOO/XL/XE 

ATARILAB STARTER KIT and ATARILAB 
LIGHT MODULE both for $14.95 
LOGO Manual set and LOGO cartridge $14.95 
Visicalc Spreadsheet $29.95 
AtariWriter & Printer driver both for only $29.95 
Atariwriter + with spellchecker $39.95 
ATARI LIGHTGUN with Bug Hunt and 
Barnyard Blaster $44.95 
Pilot Language now only $14.95 
ATARI LightPen $14.95 


New Low 
Pricesl BULK 
DISKETTES 

10 per package 
Some Contain Old Software 

3-1/2”.$2.95 

* 5-1/4"(for 810/1050): 

Qty 10. $2.95 

QtylOO . $20.00 

Qty 1000 . $100 

* May Require Disk Notcher 


BOO/XL/XE/ST 

JOYSTICKS 


BP Prostick 
Wico Black Max 
ProStick II 
Standard Atari 
High Score 
EPYX 500J 
Atari PROLINE 
Power Player 
Atari Trakball 
Paddles (8- Bit) 


$6.95 

$4.95 

$6.95 

$6.00 

$9.95 

$14.95 

$9.95 

$14.95 

$9.95 

$9.95 


SHIPPING INFORMATION - Prices do not include shipping and handling. Add $6.00 for small items ($10.00 Min. for Canada). Add $10.00 for disk drive. Calif, res include 8 25% sales 
tax. Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders may be pre-paid with money order, cashier check, or personal check. Personal checks 
are held for three weeks. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimum on all orders. 

To receive our catalogue, please send $1.00 in coin or stamp to cover the cost of mailing or get it FREE with your older. 
PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE - NO REFUNDS - ALL SALES ARE FINAL 



































































BSC COMPUTERVISIONS 

2730 Scott Boulevard - Santa Clara, CA 95050 1993 


Store Hours Tue - Fri 10am - 6pm 
Sat - 10am - 5pm Closed Sun - Mon 

408 - 986-9960 


STD394 

STD028 

STE085 

STD478 

STD651 

STE734 

STD025 

STE331 

STE472 

STE520 

STE775 

STD016 

STE069 

STE482 

STE801 

STE549 

STE090 

STE764 

STE065 

STE618 

STE651 

STD927 

STD030 

STD742 

STE412 

STE052 

STE887 

STE494 

STD347 

STD494 

STD315 

STD652 

STE402 

STD334 

STD355 

STA058 

STD044 

STE454 

STD037 

STE523 

STE171 

STE103 

STD132 

STD723 

STD671 

STE676 

STE051 

STE540 

STD048 

STD049 

STE432 

STE393 

STE399 

STD060 

STE451 

STD250 

STD061 

STD727 

STD252 

STD058 

STE024 

STE277 

STE444 

STD754 

STE450 

STE135 

STE474 

STE759 

STD065 

STD496 

STD346 

STD249 

STE216 

STE266 

STE551 

STD076 

STD719 

STE107 

STE011 

STD083 

STE572 

STD092 

STD091 

STD103 

STD087 

STE406 

STE506 

STE395 

STD102 

STE290 

STE614 

STD506 

STD105 

STE109 

STE137 

STD106 

STD145 

STE104 


A MIND FOREVER VOYAGING 
ALCON 

ALF' S FIRST ADVENTURE 

ALIEN SYNDROME 

ALL ABOARD 

ALPHA WAVES 

AMAZON 

AQUANAUT 

ANARCHY 

ANTAGO 

APPRENTICE 

ARKANOID 

ASTAROTH 

ASTRO MARINE CORPS 

ATOMINO 

ATOMIX 

AXE OF RAGE 

BACK TO THE GOLDEN AGE 

BACKGAMMOM 

BADLANDS 

BADLANDS PETE 

BAKER ST DETECTIVE 1/2 

BALLISTIX 

BATTLESHIP 

BATTLEZONE 

BEAM 

BEAST BUSTER 
BERLIN 1948 EAST/WEST 
BEYOND THE ICE PALACE 
BIO CHALLENGE 
BIONIC COMMANDO 
BLACK CAULDRON 
BLOCKOUT 
BLUE WAR 
BOMBUZAL 

BONANZA BROTHERS 
BOULDER DASH CONSTR 
BRAIN BLASTER ACTION PK 
BRATACCAS 
BSS JANE SEYMOUR 
BUBBLE BOBBLE 
CALIFORNIA GAMES 
CAMELOT 

CHAMPIONSHIP WRESTLING 

CHARIOTS OF WRATH 

CODENAME: ICEMAN 

COLLEGE & PRO FOOTBALL 

COLONELS BEQUEST 

COMBAT COURSE 

CORRUPTION 

CRACK'ED 

DAN DARE III 

DARK CENTURY 

DEATH SWORD 

DEFENDERS OF THE EARTH 

DEJAVU II 

DELTA PATROL 

DEMON'S WINTER 

DEVON AIRE 

DIVE BOMBER 

DOMINATOR 

DR DOOMS REVENGE 

DRAGON SCAPE 

DRAGONS OF FLAME 

DYIER-07 

DYNAMITE DUX 

DYNASTY WARS 

EDD THE DUCK 

ELIMINATOR 

ESPIONAGE 

EXOLON 

F-15 STRIKE EAGLE 
FALLEN ANGEL 
FIRST CONTACT 
FLIP IT N MAGNOSE 
FOUNDATIONS WASTE 
GAMES, THE 
GEMINI WING 
GOLD RUSH 

GOLDEN PATH (TOS 1.0) 

GREMLINS 2 

GUILD OF THIEVES 

GUNSHIP 

HACKER II 

HACKER 

HAMMERFIST 

HARLEY DAVIDSON 

HEAVY METAL 

HELL BENT 

HELL RAIDER 

HELTER SKELTER 

HEROES OF THE LANCE 

HEX 

HIGH STEEL 
HILLSFAR 
HOT SHOT 

IMPOSSIBLE MISS. 2 
INDIANA JONES LAST CRUS 


Lowest Prices Ever!.... $ 9.95 each 

LIMITED QUANTITIES - CALL BEFORE ORDERING 

HURRY WHILE SUPPLY LASTS!! 

Software may not work on your computer due to differences in TOS versions, drive 
types and memory requirements. Please call before ordering so we may assist you. 


STE709 

INSECTS IN SPACE 

STD097 

INTO THE EAGLE'S NEST 

STD634 

JEWELS OF DARKNESS 

STD465 

JOKER POKER 

STE388 

JUNPING JACK SON 

STD246 

JUPITER PROBE 

STD108 

KARATEKA 

STDlll 

KNICKER BOCKERS 

STD110 

KNIGHT ORC 

STD118 

LED STORM 

STD129 

LIBERATOR 

STD119 

LUXOR 

STE594 

Ml TANK PLATOON 

STD147 

MACH IV 

STD142 

MAFDET & BOOK OF DEAD 

STD179 

MANHUNTER NEW YORK 

STE119 

MANHUNTER II SAN FRAN 

STD150 

MANIAX 

STE559 

MANIX 

STE621 

MATRIX MARAUDERS 

STD157 

MERCENARY 

STD932 

MERCENARY 2ND CITY 

STD140 

METRO CROSS 

STE236 

MIAMI VICE 

STD928 

MICROLEAGUE 1986 NL/AL 

STD093 

MICROPROSE SOCCER 

STD148 

MIDIMAZE 

STD609 

MIXED UP MOTHER GOOSE 

STA102 

MOTOR HEAD 

STE125 

MR. HELI 

STD690 

NERVANA 3 & 4 

STD343 

NETHERWORLD 

STE129 

NIGHT WALK 

STE369 

NINJA SPIRITS 

STD160 

NO EXCUSES 

STD163 

NOT A PENNY MORE 

STD166 

OBLIVION 

STD164 

OFF SHORE WARRIOR 

STD172 

OGRE 

STD495 

OPERATION WOLF 

STD175 

PALADIN QUEST DISK 

STD181 

PAWN 

STD174 

PENGY 

STD180 

PHANTASM 

STE198 

PIPE DREAMS 

STE299 

PLANET OF LUST 

STD176 

PLUTOS 

STD162 

POLICE QUEST II 

STD182 

POWERPLAY 

STD184 

PRISON 

STE060 

PRO SOCCER 

STE590 

PRO SOCCER 2190 

STE250 

PROJECT: NEPTUNE 

STE457 

PROJECTYLE 

STD866 

PSYCHO 

STD468 

Q-BALL 

STD200 

QUADRALIEN (NOT STE) 

STE194 

QUARTZ 

STE036 

QUESTPROBE 

STD448 

QUESTRON II 

STD466 

QUINK 

STD199 

RAMBO III 

STE632 

RANX 

STD173 

RAZRATS 

STD748 

RED LIGHTNING 

STD197 

RENEGADE 

STD709 

RENEGADE/OUTCAST 

STD189 

ROADWAR 2000 

STD191 

ROADWARS 

STE609 

ROGUE TROOPER 

STE350 

ROTOR 

STE481 

ROTOX 

STE071 

RVF HONDA 

STD220 

S.D.I. 

STE167 

SCAPE GHOST 

STE337 

SCRAMBLED SPIRITS 

STD215 

SCREAMING WINGS 

STD704 

SENTRY 

STD218 

SILENT SERVICE 


STD711 

SKY CHASE 

STD712 

SKYFOX 

STD156 

SLAYGON 

STE087 

SLEEPING GODS LIE 

STE600 

SLY SPY SECRET AGENT 

STE569 

SNOW STRIKE 

STD348 

SOCCER SUPREMO 

STE367 

SONIC BOOM 

STD011 

SORCERER CLAYMORGUE 

STD008 

SPACE QUEST 

STD009 

SPACE QUEST II 

STD081 

SPACE SCHOOL SIMULATOR 

STD006 

SPITTING IMAGE 

STE138 

STAR COMMAND 

STE287 

STAR-BLAZE 

STD703 

STARGLIDER 

STD010 

STARQUAKE 

STD002 

STARRAY 

STE176 

STEEL 

STE178 

STEIGAR 

STD729 

STELLAR CRUSADE 

STD458 

STOCK MARKET 

STD419 

STORM TROOPER 

STE359 

STRYX 

STE151 

SUB BATTLE 

STD716 

SUMMER CHALLENGE 

STE184 

SUPER SCRAMBLE 

STE763 

SUPERCARS II 

STE275 

TABLE TENNIS 

STD265 

TAU CETI LOST STAR COL 

STD262 

TECHNOCOP 

STD261 

TETRA QUEST 

STE530 

THUNDERSTRIKE 

STE448 

TIME SOLDIERS 

STD264 

TIMEBLAST 

STD270 

TITAN 

STD272 

TOWER TOPPLER 

STD701 

TRACKER (TOS 1.0) 

STD263 

TRAIL BLAZER 

STD266 

TRANSPUTOR 

STD773 

TRANTOR 

STE077 

TV SPORTS FOOTBALL 

STD259 

TWILIGHT'S RANSOM 

STD705 

UMS 

STD277 

URIDIUM 

STD283 

VICTORY ROAD 

STE468 

VIKING CHILD 

STD340 

VIXEN 

STE018 

WANDER 

STD239 

WANTED 

STE293 

WARP 

STD299 

WARSHIP 

STE503 

WEB OF TERROR 

STE062 

WEIRD DREAMS 

STE634 

WELLTRIS 

STD638 

WICKED 

STD284 

WINTER GAMES 

STD721 

WINTER CHALLENGE 

STE447 

WIPEOUT 

STD287 

WIZ BALL 

STD289 

WIZARD'S CROWN 

STD722 

WORLD GAMES 

STD668 

WORLD KARATE CHAMP 

STE058 

WORLD SNOOKER 

STE541 

YOLANDA 

STE401 

ZOMBI 

STD298 

ZYNAPS 

STD778 

A-CHART 

STD827 

A-RAM 

STD558 

ALT 

STD918 

AMERICA COOKS CHINESE 

STD930 

AMERICA COOKS FRENCH 

STD955 

AMERICA COOKS ITALIAN 

STD531 

ART & FILM DIRECTOR 

STD817 

ATHENA II - ELECT. MOD 

STD286 

AWARD MAKER PLUS 

STD836 

BACKUP 

STE032 

BCPL 


STD859 C.O.L.R. OBJECT EDITOR 
STD862 CAD-3D FONT PACKAGE 
STD813 CERTIFICATE LIBRARY 1 
STD791 CHRISTIAN ART COLLECTN 
STD470 COSTUME FACTORY 
STD861 DATAMAP COLLECTION I 
STD860 DATAMAP COLLECTION II 
STD911 ENCRYTP! 

STD835 FAST 

STD598 FINANCIAL COOKBOOK 

STE542 FORCASTER III 

STD985 H&D BASE 

STE035 HABA PHONEBOOK 

STD845 HABACOM 

STE023 HABAVIEW 

STD786 HELP CALC ST 

STD926 HELPMATE 

STD389 HYBRID HYBRISWITCH 

STE022 INTERACTION ANALYSIS 

STE210 IS TALK 

STD390 K-MINSTREL 

STD849 KISSED 

STD795 MACRO MOUSE 

STD569 MAIL MERGE DATABASE 

STD684 MACROMANAGER 

STE030 MENU +/SCREEN EDITOR 

STE031 META COMCO MAKE 

STD447 MICRO WINE COMPANION 

STE039 MINCE SCREEN EDITOR 

STD939 MR. BOSTON BAR ABRIDGE 

STD920 NEW ORLEANS HOME COOK 

STD449 NEW TECHNOLOGY COLOR BK 

STD538 MICRO KITCHEN COMPANION 

STD842 MICRO RTX 

STE029 NEWS STATION ST 

STD702 OCP ART STUDIO 

STEl7 9 OMNIRES (MONO/COLOR) 

STE037 PIXEL PAINTER 

STD792 PLOTTER, PRINTER DRIVRS 

STD460 PM INTERFACE 

STD921 POWER ASSIST 

STE007 PRO LIGHT 

STD807 PROSHOW PLUS 

STD796 QUICKTRAN 

STD605 QUIZ WIZARD 

STE020 RHYTHM 

STD950 RUBBER STAMP 

STD755 SAVED 

STE033 SOFT SPOOL 

STD594 SPELLER BEE 

STE088 ST COLORING BOOK 

STE392 ST PROTECTION TECHNIQ 

STD783 STUFF 

STD693 SYMBOLS AND SLOGANS 

STE556 TC POWER 

STE141 TIMELINK 

STD951 TYPESETTER ELITE 

STD631 ULTRA CALC 

STD780 WHY WAIT 

STE142 WORD QUEST 

STD919 WORLD OF WINES 

STD915 WRITE 90 

STD909 X-RATED GRAPHICS LIB 

STD790 ULTRASCRIPT TYPE COLL 

STD829 SYMBOLS LIB. FLOWCHARTS 

STD958 SYMBOLS LIB. HYDRAULIC 

STE034 SYNSOFT - GEN LEDG 

STD929 ST RELIEF 

STD806 ST SPRITE FACTORY 

STE443 ST TERMINAL EMUL VT 100 

STD934 SOLADISK 

STD785 SOLAPAK ST 

STE048 QUIZSHARE AIRWAY MGMT 

STE049 QUIZSHARE MILITARY CRFT 

STD525 POWER PRINT 

STD922 POWER VISION 

STD924 POWER EDIT 

STD933 MICRO MAKE 








Making Signs With Your 8-bit 

Urn Theory of &gnmoking t»Uh Otaidiai 

By Thomm J, Attdmtm (G£n:e: j,andrews 24 ) 
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My family operates an on-site retail vegetable 
outlet (That’s a farm stand, for the politically incor¬ 
rect.) on our farm here in Central New York. As you 
can well imagine, good signs are an important part of 
this, or for that matter, of any retail operation. Signs 
can be used to inform customers of a wide variety of 
things such as where to park, product identification, 
availability, unit of sale, price, and others. 

For the past few years, I’ve been generating many 
of our signs with my XL system. I’ve looked at several 
programs that can be pressed into this service, but 
have settled on three for most of the work: Print Shop, 
Print Power, and Signmaker. 

My signmaking hardware consists of a 256K 
Rambo-enhanced 800XL, XF551 and 1050 drives, 850 
interface, a Gorilla monochrome monitor, and two 
9-pin printers-a Star Gemini 10X and an Epson 
LX-800. All hardware and software, except for the 
Rambo upgrade, XF551, and Signmaker were pur¬ 
chased used at garage sales and other sources at, I 
might add, excellent prices. 

So What Kinds of Signs Do You Make? 

We use a variety of signs for a variety of purposes. 
The larger, more permanent signs, like the roadside 
“Fresh Vegetables Just Ahead” signs, are not gener¬ 
ated by the computer. Our stand is exposed to the 
weather, and we find that computer signs don’t hold 
up well enough to be exposed to the wind and rain for 
long. (I do, however, have secret plans to try to gener¬ 
ate patterns for those permanent signs when next 
they need replacement.) 

At the stand itself, well frequently use banners to 
identify our leaders to potential customers as they 
look us over from the road. In retail parlance, a leader 
is an item used to attract customers, often sold at a 
relatively low price. If that price is unprofitable, it be¬ 
comes a loss leader. The theory is that once customers 
stop for the leader, they’ll buy other things, too, and 
the total purchase results in higher profits. You can’t 
make any profits at all if people don’t stop. We only 
deal in seasonal produce, so our leaders change as the 
season progresses. 

Once the customer is at the stand, a lot of infor¬ 
mation must be made available. By tradition, differ¬ 
ent items are priced according to different criteria. 
Some are by count, others by weight, still others by 
volume, and some by appearance, and the customer 


needs to be informed as to which is which. Some unu¬ 
sual, exotic vegetables or newly developed varieties 
need to be identified, and the customer needs to know 
what makes them better, or at least different, from 
what they’re used to. Sometimes we’ll even provide 
basic cooking instructions for these exotics. Other 
signs may proclaim a special deal for quantity pur¬ 
chases, or a special service we provide on order. Still 
others will make a special request of the customer, 
like “Please Don’t Pick up the Pumpkins by the 
Stems.” 

That description makes it sound like we have 
wall-to-wall signs, and, of course, it isn’t like that at 
all. Not all types of signs are used on all produce 
items simply because they aren’t needed, and too 
many signs just get in the way. 

In general, our signs need to be noticeable, yet 
unobtrusive. They need to enhance rather than con¬ 
flict with the particular display involved. As such, we 
need a variety of sign sizes, so that the size may be 
matched with the purpose. This is the biggest single 
variable we require. 

The most important purpose of a sign is to get 
the message across, and this needs to be remembered 
at all times when designing signs. We like to have the 
style consistent across all signs. Graphics are used 
only when they enhance the message, or to make the 
sign more noticeable. The same thing goes for borders 
and special effects. We use as few fonts as possible, 
and these are all similar to each other. Oh, there are 
exceptions, of course, like oriental fonts and graphics 
for oriental vegetables. We try very hard not to go 
overboard with this stuff, because the product is what 
is supposed to be admired, not the sign above it. 

Whew! There’s More to This Than I Thought! 

There sure is! It’s taken us over 30 years of trial 
and error to learn what works best for us. That’s why 
we need three signmaking programs. No single one is 
versatile enough, at least not of those I’ve seen yet. 
Each one has its strengths and weaknesses. 

Making Signs with Print Shop 

Print Shop, by Broderbund Software, is probably 
the best-known of these programs. It has four forms 
of output that can be used as signs: Signs, Banners, 
Greeting Cards, and “Screen Magic.” 
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One big advantage of Print Shop is its Graphic 
Editors. The Graphic Editor on the original Print 
Shop disk can be used to change existing graphics or 
create new ones, using keyboard, joystick, or Atari or 
Koala touchpads. The Print Shop Companion , a sepa¬ 
rate program, has an improved Graphic Editor along 
with Border and Font Editors. Due to these editors, 
literally hundreds of Print Shop graphics, popularly 
called icons, are available from various public domain 
sources. The ACE of Syracuse User Group’s 8-bit disk 
library alone contains 14 disks packed with Print 
Shop icons. Because of the existence and widespread 
availability of these icons, several programs have been 
written that use them. Antic magazine once published 
one that would print mailing labels with them, and 
another that would print more varied banners using 
Print Shop fonts. Unfortunately, few of these icons 
have a vegetable theme, and I’m no artist. 

Another of Print Shop's big advantages is that it 
is one of the easiest 8-bit programs to learn and use. 
The manual is almost superfluous, and novice users 
can produce quality output the first time they boot 
up. Well-designed menus guide you through your cre¬ 
ation, and at each step you can go back to an earlier 
one merely by pressing the ESCAPE key. There are 
few commands to learn. 

Ironically, that advantage is also the cause of 
Print Shop's biggest disadvantage. In order to make 
the program so easy and foolproof to operate, the de¬ 
signers chose to limit user options as to the forms of 
output. Only one font and one icon may be used per 
“page.” Icons can only be in one of three sizes in Signs 
and Cards, only one size in Banners, and can’t be 
used at all in Screen Magic. Icons can only be placed 
in certain positions, too. Only two relative sizes of text 
are possible on Signs, Cards, and Screen Magic, and 
only one on Banners. Each font is a different size, 
making font selection a matter of how much text you 
can fit on a page with it as much as how it looks. 
Banners can only be horizontally oriented, and bor¬ 
ders are allowed on Signs and Cards only, and then 
only one size and all the way around. 

Of course, there are ways around some of these 
restrictions, but using these “workarounds” can be¬ 
come tedious at best. Multiple fonts and icons can be 
put on a “page” by making two or more pages, printed 
over each other. This, however, requires very careful 
design planning and paper handling. More font sizes 
can be obtained by using the Companion's font editor 
to create new fonts in sizes other than those already 
existing. 

Print Shop comes with several printer drivers, but 
noticeably absent are drivers for 24-pin printers and 
older models of some makes. 24-pin printers that will 
respond to 9-pin commands will work fine, but the ex¬ 
tra graphics capabilities of these printers cannot be 


used with the existing drivers. At one time, I at¬ 
tempted to use Print Shop with a Star Gemini 10, the 
precursor to the Gemini 10X. There is no Gemini 10 
driver on my disk, and the 10X driver wouldn’t work. 
Unfortunately, there is no provision for creating a cus¬ 
tom driver. However, I have seen a PD driver for the 
Atari XMM801 advertised that purports to work with 
Print Shop , so someone must have figured out how to 
do it. Print Shop is written for one-drive systems, and 
there is frequent disk-flipping and swapping, another 
disadvantage. After totalling up the advantages and 
disadvantages, it was obvious that Print Shop , by it¬ 
self, wasn’t sufficient for our signmaking needs. 

So, What About Print Power? 

Print Power, by Hi Ifech Expressions, a division of 
Hi Tech Creations, is somewhat similar to Print Shop 
in scope, but there are several important differences. 
Some make it better; others make it worse. 

The biggest advantage Print Power has is its ver¬ 
satility. It, like Print Shop, has different output forms 
that can be pressed into sign service-Signs, Cards, 
and Banners. Unlike Print Shop, however, Print Power 
forms have multiple sizes and orientations available. 

Print Power Signs may be oriented vertically (like 
Print Shop ) or horizontally, and a half-page size is 
available. Cards may be tall (like Print Shop again), 
wide, or “tent” style. Only horizontal orientations are 
allowed for Banners. 

The versatility doesn’t stop there. Up to four fonts 
may be used on one “page,” and there are seven spe¬ 
cial effects available for each font, compared to Print 
Shop's three. Characters may be in three different 
sizes on Signs and Cards, and up to 11 on Banners. 
Banners may have multiple text lines. Print Power, 
and another Hi Tech program, Sesame Street Print 
Kit, are the only 8-bit programs I’ve ever seen that 
will produce multiple-line banners. 

There can be only one graphic per “page,” but 
there are five different graphic sizes available on 
Signs and Cards. Three of these are automatically ad¬ 
justed to fit all, half, or a quarter of the available 
area, while the other two are in two set sizes. You can 
place as many copies as you want of one size of a sin¬ 
gle graphic anywhere you want, as long as they don’t 
overlap. Banner graphics can be placed on either or 
both ends of the Banner, and size is automatically ad¬ 
justed to fit the text area. Banner graphics can be 
flipped on one end for a “bookend” effect. 

Borders can be placed all around Signs and 
Cards, and also on the right, left, top, bottom, both 
sides, or top and bottom-and can come in two sizes. 
Borders can also be used on the top, bottom, or both 
on Banners. 

Of course, Print Power isn’t perfect. It’s biggest 
disadvantage is the lack of graphic editors. This 
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means that you are locked into using the fonts, graph¬ 
ics, and borders supplied with the program and ran 
only get others if Hi Tech decides to release a diskfull. 
At the time Print Power was released there was an ad¬ 
ditional graphics disk available, and Print Power does 
have the ability to utilize the graphics disk from an¬ 
other Hi Tech program, Awardware. Even with these 
disks, the selection of graphics pales beside that of 
Print Shop. No Frills Software once published a pro¬ 
gram called The Converter, which was supposed to 
convert Print Shop icons into Print Power format. Bor¬ 
ders and fonts were not converted. I haven’t seen that 
program in action, and have no idea of how well it 
works. 

Print Power requires a drive capable of nsing 
Atari’s enhanced density (DOS 2.5) disks, something 
which mystifies me. Back in 1987 or so, when Print 
Power was first marketed, there was, and still is as 
far as that goes, a good-sized percentage of 8-bit users 
with only single or double density drives, from various 
manufacturers. Some of these drives could read an en¬ 
hanced density disk, but couldn’t write to it. Here’s a 
case in point: 

Print Power contains an undocumented feature 
where the parameters of the last Sign, Card, or Ban¬ 
ner are saved to the disk in drive #1 so that they can 
be recalled and edited even after the computer is pow¬ 
ered down. This is a handy feature, but if the disk in 
drive #1 has no empty sectors in the single density 
range, the program bombs. This happened repeatedly 
to a fellow ACE of Syracuse member trying to use an 
Indus drive. A 1050 worked fine. Why would any com¬ 
mercial software developer not bent on self-destruc¬ 
tion exclude a large portion of his potential market 
like that? It doesn’t make sense to me. 

Print Power supports several printers, including 
some 24-pin models. I did have a little problem at 
first, though. While the reference card inside the box 
stated that there was a driver for the Gemini 10X, 
there was none on the disk. I used the one for the 
Star SG-10, the successor to the 10X, and that 
seemed to work, at least most of the time. 

Print Power is also much slower than Print Shop, 
largely caused by its higher versatility. Some speed 
can be saved by using more than one drive-putting the 
program disk in drive #1 and the graphics disk in 
drive #2. If you use an XL or XE computer with more 
memory than a 48K 800, there is a way to increase 
that speed some more. Print Power has a memory re¬ 
configuration option in its setup menu that allows the 
user to select what part of memory to use. This option 
supports expanded RAM machines, and is undocu¬ 
mented except for a small note on the reference card 
under “Helpful Hints.” Print Power bit-maps its out¬ 
put in sections, filling a buffer and dumping it to the 
printer before going on to the next one. With a 48K 


configuration, a banner saying “TOMATOES” in 
3-inch letters took 10 “passes.” Using 256K, that was 
reduced to only 2. 

This memory reconfiguration resulted in the only 
problem I had with the Gemini 10X, a consequence, I 
believe, of not having the correct driver. At random 
times during printing, the 10X would act as if it had 
dropped some bytes during transmission, getting 
hopelessly lost. The slower print speed of the 48K con¬ 
figuration seemed to compensate for the problem. So 
far, the Epson LX800 has performed flawlessly with 
Print Power, in all configurations. 

Print Power does have an option in the setup 
menu that appears to be a custom printer/interface 
driver editor. Unfortunately, there is no documenta¬ 
tion anywhere for it, and to navigate through it 
without some would be difficult indeed. I left it alone. 

That automatic save option means that you can’t 
have a write-protect tab on the disk. Ebrtunately, 
Print Power is not copy-protected, and the documenta¬ 
tion even recommends making a backup copy, so I 
made two backup copies. I now use only them and 
have the master disks carefully put away for safety. 

Since acquiring Print Power, I use it more for 
signs than I do Print Shop. None of the graphics sup¬ 
plied are appropriate for a vegetable stand, so my 
Print Power signs are text-only. Although I might wish 
for a graphic now and then, it’s much more important 
to have several sign sizes and shapes to choose from. 
The slowness, while annoying, is something I can live 
with. 

And Signmaker? 

Signmaker is a shareware program written by 
Jeff Colehour in 1987. The latest incarnation, ver¬ 
sion 1.3, is available on GEnie (file #3313), CIS (Li¬ 
brary 4, SGNMKRARC), and various other PD soft¬ 
ware sources. Older versions are floating around, too, 
but be sure to get version 1.3. It has the most fea¬ 
tures. Signmaker requires an XL/XE, a drive, and a 
Star SG-10 compatible (in the two graphic densities 
used) printer. That would include most Epson-compat- 
ibles. It is written in compiled Tbrbo BASIC, so it 
needs a DOS compatible with that language. I use 
DOS 2.5 and occasionally, MYDOS. A large RAMdisk, 
while not essential, is certainly helpful. I use Tim 
Patrick’s SmartRAM 2.5 from the July 1989 Antic. 

Signmaker is designed to make 8 1/2 x 11 inch 
Signs and flyers. It will print one copy each of two 
Print Shop icons, in one of four sizes, and uses up to 
three Atari Graphics 0 fonts per page, in any of 4 
sizes. 

Signmaker Signs are laid out using a reference 
grid of 100 lines by either 60 or 120 columns, depend¬ 
ing on the print density used. Icons may be placed 
anywhere on the page, using coordinates based on 
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this grid. They may overlap each other, but do not 
merge with each other or with text. If overlap occurs, 
icon #2 will appear on top, followed by icon #1, with 
text on the bottom. 

Signmaker is particularly well-suited for creating 
detailed signs and flyers, and for the smallest signs. 
Its smallest text size allows up to 100 lines of 120 
characters each-a lot of text for a sign. As with Print 
Shop and Print Power , many of the restrictions of the 
program can be overcome by careful planning and re¬ 
peated printings on the same page. Signmaker’s grid 
structure makes the planning stage much easier than 
for the other two programs. 

Version 1.3 has three features not present in the 
original version that also aren’t available with either 
Print Shop or Print Power . One of these is a special 
“double pass” print mode, analogous to a printer’s 
double-strike printing. This not only produces a 
darker image with a worn ribbon, it also eliminates 
the thin blank spaces that you sometimes get between 
print lines caused by uneven paper feeding. 

Another feature is a “print preview” mode. This 
allows you to get a good idea of what your sign is go¬ 
ing to look like without actually printing it out. Print 
Shop has no such feature, and while Print Power has 
a quicker “draft” quality print mode, you still have to 
print it out to see it. 

The third feature is the ability to load text from a 
word processor file. This is especially useful for signs 
with large amounts of text, as the data input and edi¬ 
tor structures of Signmaker are rather primitive and 
difficult to use. Word processor editors are much 
easier to work with. 

Signmaker can save the sign data in an ATASCII 
file. In fact, this is the preferred mode, as it is the 
only one that allows editing. This data file is easily 
accessible by word processors, and once you get used 
to the structure, it’s easier to edit the file that way 
than it is with the program editor. 

We use Signmaker for the smallest signs, the kind 
you put on individual boxes. At least, we use it when 
we’re not in so much of a hurry that we hand-letter 
the signs with a felt-tip marker. We’ve also used it to 
make the inserts for those clear plastic name tags. We 
don’t use it as much as the other two programs, 
though, as it takes a lot more pre-planning. Also, the 
largest Signmaker text size is smaller and less read¬ 
able than many Print Shop and Print Power fonts. 

I Have a Dream ••• 

The program that would be best-suited for our 
signmaking doesn’t exist, as far as I know, but I do 
know what I’d like to see in it. I’d like to combine the 
features of Print Shop , Print Power , and Signmaker , 
leaving out the things I don’t like, of course. But more 
than that, I’d like to see those features enhanced. 


I’d like to have the ability to specify the size of 
both text and graphics in an absolute measurement, 
like inches, centimeters, or whatever. I’d also like to 
see many sizes within the allowable range, so I can 
pick the right one instead of making do. I’d like to 
have absolute power over placement, including the 
size of the leading space (the white space between 
lines of text). I’d even like to angle my text once in a 
while. 

Every 8-bit program I’ve ever seen that expands 
text or graphics does so by simply expanding the size 
of the pixels. In the larger sizes this method produces 
very jagged lines where smooth curves ought to be. Fd 
like to print large text and graphics without “jaggies.” 

I’d like to see drivers that take full advantage of 
the widest possible range of printers-old and new, 
9-pin, 24-pin, inkjet, and even laser. I might own one 
of these one day, and I’d like to be able to use it. 

All this is a tall order for an 8-bit system, but I 
believe it’s possible-if the right programmer works on 
it. There are those who would say, “If you want to do 
all this stuff, why not move on to a different platform 
that already CAN do it?” Well, that’s not an option for 
me, at least not for now. You see, most of all, I want to 
do it with an 8-bit. 


Kp; 


Time Savers! 



Salot™ -9 disks of Illustrator PD clip art in EPS (PostScript) 
format for use with PageStream 2.2 and other desktop publishing 
programs. 267 images, 16 page directory-$39.95 


h( QmPHlfWl --A collection of decorative, display, and artist 
fonts for use with desktop publishing programs. PageStream fonts 
include DMF, 24H, and FM files, and work with PageStream 1.8, 
2.1, and 2.2 (PostScript with 2.2 only). Also available for Calamus 
(CFN). 52 PD fonts, 4 disks, 28 page directory--$39.95 


LogoLlbrary --598 printer’s logos for business cards, 
advertising, stationery, and desktop publishing. In addition, there 
are 442 symbols and graphics for charts, posters, shirt designs 
and signs. All images are hi-res (300 dpi) IMG format for 
PageStream, Touch-Up, etc. Six disks, 72 page directory-$39.95 


IS --127 forms and layouts for PageStream. 
Includes business forms, page layouts, legal forms, certificates, 
calendars and much more. Four disks, 40 page directory-$39.95 


Templicity 


_ 112 home, real estate and small business 

spreadsheet templates for users of LDW Power or VIP (specify 
which). Includes interactive tax templates for 1992-$39.95 


Cliptomania" -10 disks of hi-res IMG clip-art. Categories 
include Advertising, Animals, Cartoons, Fantasy, Holidays, Letters, 
^People, Restaurant, etc. 347 images, 28 page directory«$39.95 


Cliptomania II' -10 more disks of hi-res (300 dpi) clip art in 
IMG format for use with PageStream, Touch-Up, Calamus, 
Publisher, etc. Categories include Animals, Business, Cooking, 
Fancy Fonts, Food, Holidays, Party, People, School, Symbols, 
Travel, etc. 472 images, 36 page directory-$39.95 


The STerling Connection 

_ T „ h , , 5235 Wendell Lane 

£... | To order by mail, send 
SpJ check or money order I 

-3E (CA res. add 7% sales tax) , ___ __ _ _ _ _ _ 

pg fl ' iaw For more information, call: 1 -/O/ ”O23 - 5500 
To order by phone, call: 1-800-831-8538 


check or money order to: SebaStODOl, CA 95472 \ °J a S° ve 'f 

7% sales tax) Any 3 of above-$89.95 

4 or more-$25.95 each 
Shipping-$3.00 (USA) 
All other-$5.00 
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In the June ’93 issue of Current Notes, I mentioned that it 
was possible to program Diamond GOS applications in Atari 
BASIC. This month, I will shed a little light on how to do just 
that. With a little help from my examples, which are available 
on GEnie and CompuServe, you’ll be accepting mouse inputs 
from your Atari BASIC programs in no time. Here’s the 
skinny: 

Diamond and BASIC 

On the machine language level, the 6502 chip has the 
ability to address memory with 8-bit or 16-bit addressing 
modes. The 8-bit mode (Page 0 addressing) can manipulate 
the first 256 bytes of memory and 16-bit addressing is re¬ 
quired to access the rest. The advantage of using Page 0 ad¬ 
dressing is speed. It requires less time to move 8 bits into the 
address lines of the 6502 chip than 16 bits, thus saving ma¬ 
chine cycles. 

This is what makes Page 0 so valuable. Without the addi¬ 
tional speed that Page 0 addressing provides the OS, DOS, 
BASIC and Diamond would run much too slowly. So, the first 
256 bytes of memory are reserved for holding critical infor¬ 
mation that is accessed repeatedly. 

BASIC and Diamond are forced to share critical memory 
locations because of Page 0’s finite number of bytes. They 
share the same locations but for different purposes. Strange 
things can happen if Diamond checks these locations and 
finds the information required by BASIC; most of the time the 
machine will lock up. 

Diamond uses memory locations $80 to $97 to hold in¬ 
formation that is passed to the Diamond functions. (Later on 
in the article, we’ll refer to these locations as M0-H7 and 
BB-B7.) Diamond functions will work if these locations are 
set before jumping to the Diamond cartridge routine. Unfortu¬ 
nately, BASIC also uses these same memory locations. To 
make programming Diamond from BASIC possible you need 
to make sure that neither Diamond nor BASIC tries to them at 
the same time. 

It is possible to keep the Diamond information in place 
when using the Diamond functions and the BASIC informa¬ 
tion there for BASIC to use. When in BASIC, you can define a 
series of memory locations in Page 6 where the Diamond in¬ 
formation can be kept. Then you can execute an ML routine 
also located in Page 6. Once the ML routine is executed, BA¬ 
SIC will not access these memory locations and the ML rou¬ 
tine can swap the Page 0 bytes with the Page 6 information. 
After the Diamond data is in Page 0, the ML routine can 


make the actual call to the Diamond Cartridge. Then after the 
Diamond function has been executed you go back to the ML 
routine to swap the data again, and finally return to BASIC. 
Whew! 

The Link Programs 

Luckily, programs have already been written to accom¬ 
plish this. I know of two that are ready-made and waiting to 
be used. Both have good examples of how to call Diamond 
functions and are worth studying. 

DEVELOP.BBS is a file written by Alan Reeves that came 
on the Diamond Developers disk. This is a bare bones pro¬ 
gram that contains the location definitions and the USR rou¬ 
tine that swaps the data. Your BASIC code is placed between 
lines 20 and 30000. 

DIBBRSICiBRS is a Public Domain (PD) program that 
does the same thing with some minor changes. The ML rou¬ 
tine is contained in the file DIRBRSIC.0BJ. The object file is 
read and poked into Page 6, all the Diamond functions are de¬ 
fined, and your code is placed after line 60. The only differ¬ 
ence in the Reeve and PD ML routines is that the PD program 
changes the byte controlling extended memory. 

Any BASIC Diamond Application program will contain 
one of these link programs. By deleting any lines that are not 
essential to setting up the ML routine and defining variables, 
you have the basic starting point for your programs. 

Getting Started 

Let’s face it, I can’t cover the use of all 55+ Diamond 
functions due to space limitations, and besides, I don’t know 
how to use many of them. I would, at least, like to explain 
some of the functions so that you can give programming them 
a try. With the following functions you should be able to ani¬ 
mate the mouse pointer from BASIC. 

In general, the functions are called by way of X=USR(lo- 
cation of ML routine, function number). Most of the func¬ 
tions will require additional information and will also pass in¬ 
formation back to you at locations defined as B0-B7 and 
N04I7 . The BB-B7 are reserved for passing single bytes of in¬ 
formation. H04I7 are for 2 byte data (“words” in Assembly 
language) and for pointing to memory where data can be 
found. B0-B7 are M04I7 are defined as BASIC variables in 
Reeve and PD Link Programs. This will become obvious 
when you look at the BASIC code. When poking addresses 
into the word locations, remember that the low bit is placed 
first, then the high. Here’s an example: 
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ADDRESS=flDR(X$) 

POKE HB,fiDDRESS-INT(flDDRESS/256)tt256 
POKE H8+i,INT(ADDRESS/256) 

The Functions 

IHIT (function 0) will always be the first one called be¬ 
fore any other Diamond functions are used. It initializes the 
Diamond system by setting up screen display, mouse handler 
and memory handlers. Set 00 to 0 or 1 before making the 
call-0 for the high resolution screen mode (GRAPHICS 8) and 
1 for a low resolution 4 color mode. 

MOUSEON (function 11) and M0USE0FF (function 12) are 
used to turn on and off the mouse pointer. These routines 
don’t require any data to be passed to them. 

DEFHOUSE (function 13) is used to change the shape of the 
mouse pointer. Place the address where the bit map shape 
data can be found into WO. The mouse shape is formed the 
same way that acharacter is defined, preceded by two bytes 
defining the hot spot. The hot spot is the bit used to determine 
exactly where the mouse is pointing. 0,0 will use the up¬ 
per-left hand corner of the mouse and 7,7 will be the 
lower-right hand corner. Anywhere within these limits can be 
defined as the hot spot. There are many pages in magazines 
and books devoted to the subject of character set definition. If 
you need help please refer to them. 

Dill NEMSHAPE$(1B) sNEWSHAPE$= 2 bytes hot spot 
and 8 bytes character data 


H8=Loh byte of address 
HB+l=Hiyh byte of address 

EVENT (function 23) checks the Diamond environment to 
see if an event has occurred. An event being a mouse click or 
a keyboard entry. A whole article could be devoted to this 
function. I mention it here so you can use it for program con¬ 
trol. It receives no information and returns codes for various 
events at location 39571 (called EVENTTVPE). You can call 
this function and then PEEK(39571). If anything other then a 
zero is returned, an event has occurred. This function does 
not wait for an event; it simply updates EVENTTVPE. Program 
flow is up to you depending on the results. 

EXIT (function 1) is used to end a Diamond application. 
It will close any open windows, remove icons, and remove the 
menu bar before sending you back to BASIC. It requires no 
information and will return none. 

Conclusion 

These six functions and the BASIC link programs should 
allow you to manipulate the mouse in your own BASIC pro¬ 
grams. Try changing the mouse shape or flip through several 
shapes to create an animated mouse pointer. Example pro¬ 
grams that do just this can be found in the file called 
DIAHOU i ARC on GEnie (File #6692) and on CompuServe (in 
Library 14). Happy Diamond BASIC programming! 



Don t Be A Solitary Atari. 


The largest and longest standing group of Atari® 
users in the world shares its problems and solutions 
online every day in CompuServes Atari Forums. 

And you can join them. 


Find the latest software, like the new desktop 
publishing program for the ST. Learn how to 
ran Macintosh® and MS-DOS® programs on your 
Atari. And pick up helpful game tips from 
experienced players. 


Need technical help? Atari personnel and most 
thiid-party software and hardware vendors are online 


every day. You can even provide recommendations as 
they develop new programs and products. There's no 
better way to get more out of your Atari. 

To join CompuServe, see your computer dealer. 
To order direct or for more information, call 800 
848-8199. In Ohio and Canada, call 614 457-0802. 

If you're already a member, type GO ATARI 
at any ! prompt. 


CompuServe* 
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TransKey IBM Keyboard Adaptor 

"W^te “76a*t (hut a “patted “TZetfieond 1£ejUaee*HeKt 

By Michael W. Tbdd (GEnie: S.SNYDER10) 


I don’t know if most Atari owners are anything 
like me, but every so often, as I’m sitting here at my 
desk, banging away at my trusty 8-bit, I sometimes 
wonder how much life is really left in my keyboard. 
I’m sure you’ve heard the horror stories about switch¬ 
ing on the computer and finding the 5, T, G, and B 
keys no longer working. You dread the thought of ran¬ 
dom keys quitting, space bar and cursor keys long 
worn from game play operating whenever they feel in 
the mood, or worse, the whole keyboard quitting in 
the middle of a project. 

Sure, there are a number of keyboard repair text 
files on the various networks that still support our 
8-bit systems. Others can be found in local 8-bit li¬ 
braries. Cleaning the contacts, repainting the traces, 
and replacing the mylar are but a few of the standard 
solutions. Of course, you could just call one of the re¬ 
maining Atari parts suppliers and order a replace¬ 
ment keyboard, but you’d still be vulnerable to the 
same thing happening again. And once the supplier’s 
stock is gone, what’s left? Used keyboards? Right, you 
know how hard you can be on a keyboard. It’s a sure 
thing the previous owners of those keyboards have 
been just as hard on theirs. So, what do you do? 

Enter Micro Solutions 

Sometime in late 1989, Michael St. Pierre, Presi¬ 
dent of Micro Solutions, must have had similar 
thoughts cross his mind. There already existed a plen¬ 
tiful and inexpensive supply of replacement keyboards 
for the IBM PC. Every indication was that these key¬ 
boards would be in production long after the last 
Atari replacement keyboard had been sold. So, the so¬ 
lution was really quite simple, create an interface that 
would allow the Atari and PC keyboards to communi¬ 
cate with one another. Simple may be a relative term, 
because what came out of his thinking was the micro¬ 
processor translator we now know as the TVansKey. 

Version 1.1 of the TVansKey interface was released 
in June 1990. A number of ROM upgrades followed as 
the TVansKey was upgraded to support more functions 
of both the IBM XT style keyboard and the Atari. 
Naturally, as you would expect in a community such 
as ours, there shortly followed a number of articles 
describing how, with a TransKey installed, an 8-bit 
owner could mount his motherboard, drives, and hard 
drive interface within an IBM style case. Micro Solu¬ 
tions sold the TVansKey up until April 1991 when the 


rights to the interface and existing stock were sold to 
Chuck Steinman of DataQue. Shortly after DataQue 
acquired the rights to the TVansKey, a final upgrade 
to the ROM and a minor upgrade to the hardware 
was completed by Michael St. Pierre and version 2.4, 
the current version, was released in June 1991. 

The TVansKey 

The TVansKey can be had in a number of configu- 
rationsdepending on whether or not your mother¬ 
board is socketed or unsocketed and the amount of 
flexibility you want. The TVansKey itself is a 2.5 x 3.5 
inch interface board that fits snugly beneath the RF 
shielding of most Atari computers. However, owners of 
1200XL’s are warned in the documentation that 
they’ll likely have to remove a portion of the RF 
shielding in order to fit the TVansKey. Options include 
an inline keyboard connector that can be routed 
through any opening in the Atari’s case, or a chassis 
mounted keyboard connector that requires the cutting 
of several holes in the case for mounting. 

Depending on whether or not your mother board 
is socketed, you have the option to choose the plug-in 
or solder-in POKEY connector. The plug-in version 
comes with an adapter board that fits neatly between 
the POKEY chip and its socket. The solder—in version 
requires that 10 connections be made to the POKEY 
chip itself, and both versions require that 3 connec¬ 
tions be made to the GTIA/CTIA chip as well and one 
connection to the computers reset circuit. 

You have your choice of two memory configura¬ 
tions. The first is the 6116 static RAM (SRAM) that, 
if you make much use of the TVansKey’s built-in macro 
feature, must be reprogrammed each time you turn 
your computer on. The second, and, in my opinion, 
best option is the zero power RAM (ZRAM). Having 
the ZRAM option allows you to have both your user 
defined macros and default keyboard configuration 
available whenever you turn on your computer. 

Installation 

Here’s where you normally find out just how good 
the documentation for the piece of hardware you’ve 
just gotten really is. More often than not you’re likely 
to find things, obvious to the author of the documen¬ 
tation, either vaguely written or left out all together. I 
was pleased to find that the documentation for in¬ 
stalling the TVansKey was excellent. The many dia- 
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grams and tables included in the documentation 
clearly showed the locations of all required connec¬ 
tions needed for the various Atari computers. Instal¬ 
lation of both socketed and solder-in versions were 
fully covered to the point where even an average hard¬ 
ware hacker, like myself, could easily install either 
version. Already having a 130XE where the POKEY 
was socketed, thanks to past hardware hacks, I was 
spared all but four solder connections. Even so, in¬ 
stalling the TVansKey took only 30 minutes, and most 
of that time was spent fitting the TVansKey board it¬ 
self beneath the computer’s RF shielding. 

When it said in the documentation that the 
TransKey fits snugly beneath the RF shielding, they 
really meant it. It does take some trial and error to 
fit the TVansKey board and connector ribbon beneath 
the shielding, but it can be done. The in-line keyboard 
connector can exit the computer through any small 
opening in the case and can therefore be located any¬ 
where you want it to be. Of course, if you wanted a 
cleaner look, you could always opt for the chassis 
mounted keyboard connector; a little bit more work 
and a bit more limited in the choice of mounting loca¬ 
tions, but it looks a lot nicer than having a connector 
ribbon hanging out the side of your computer. 

There’s been one minor hardware modification to 
the TVansKey since its release. On some systems, once 
the TVansKey interface has been installed, the exist¬ 
ing Atari keyboard goes dead. It’s not a problem if the 
keyboard in question has gone bad anyway, but what 
if you just wanted to have the option of using either 
keyboard. The fix is simple; remove the wire connect¬ 
ing pin 25 of the POKEY to the TVansKey and install 
a lk ohm 1/4 watt resistor between pin 25 and the 
end of the wire you just disconnected. A text file de¬ 
scribing this modification was posted by DataQue to 
both GEnie and CompuServe. 

The TK-Freeze 

Not long after DataQue acquired the TVansKey 
from Micro Solutions, Michael St. Pierre began look¬ 
ing into an interesting problem users were running 
into while using the TVansKey. It seems that the 
PC-style keyboard requires several seconds to do a 
self check during which time pressing any key will 
generate an error. But what about programs that re¬ 
quire you to disable BASIC i.e. hold down the OP¬ 
TION key while booting. In order to load this kind of 
program, you had to go back to the original Atari key¬ 
board and disable BASIC from there. This defeated 
the purpose of the TVansKey itself. Looking for a solu¬ 
tion to the problem, Michael adapted a hardware 
project originally done by Bob Woolley called the 
FREEZER. With a TKFREEZE installed, a user could 
custom set a delay between the time the system was 
turned on and the time when the computer began to 


boot. In addition to providing the required time for 
the PC keyboard to do its self check, one could set the 
TKFREEZE to allow enough time for a hard drive to 
spin up to speed as well. A blinking LED let the user 
know when it was safe to press the option key and 
disable basic. 

The TKFREEZE is not part of the TVansKey from 
DataQue, but is a separate hardware project that 
should only be undertaken by someone who is well 
versed in reading electronic schematics and who pos¬ 
sesses very good soldering skills. A text file describing 
the TKFREEZE, its circuit and installation can be 
found in most 8-bit libraries. 

In Operation 

If after reading all the above, you’re still thinking 
that the TVansKey is just a “One for one” keyboard re¬ 
placement, you’re wrong. There are a number of func¬ 
tions built-in to the XL/XE series computer that were 
not implemented in its keyboard. Those of you with 
1200XL’s and the rare few with 1400 and 1450XL’s 
know what I’m talking about. The 1200XL and its 
rarer cousins have four function keys, which control 
such things as cursor movements, the audible key¬ 
board click, switching between the standard and in¬ 
ternational character sets, and the ability to turn the 
screen on and off to speed up processing. With a 
TVansKey installed, any XL/XE computer now has ac¬ 
cess to these same functions as well. As in the 
1200XL, a simple CTRL-F3 gets rid of the keyboard 
click. Ebr up to 30% faster processing, CTRL-F2 disa¬ 
bles ANTIC screen DMA. Any other keystroke or, for 
you Diamond GOS users, mouse inputs will re-enable 
screen DMA. Sadly, these functions as well as the ad¬ 
ditional cursor movement functions provided by the 
TVansKey, are not available to owners of the origi¬ 
nal 400 and 800 computers. These extra function keys 
were never supported by the original Atari operating 
system. 

Macros are one of the TVansKeys’ more useful ad¬ 
ditional functions that are supported on all Atari 
computers. Four tables of eight macros up to 256 char¬ 
acters each can be defined and saved by the user. At 
the touch of an F-Key, any one of the eight macros can 
be executed. Switching between the macro tables is as 
easy as pressing SHIFT FI through F4. Having the 
ZRAM option is particularly nice, as you’ll always 
have your custom macros available whenever you 
switch on your computer. If you’re already familiar 
with the macro features found in BOBTERM , you’ll 
already have an idea of what can be done with the 
TVansKey macros. Each macro can be a string of com¬ 
mands that can include carriage returns and special 
control characters. However, the TVansKey’s macro 
function does not support pauses or timed delays 
similar to those found in BOBTERM . With 64 macros 
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available you can store more than just commands. You 
can store common phrases, addresses, formatting 
commands and headers, just to name a few. In fact, 
the TVansKey comes with the fifth and sixth macro 
tables already pre-programmed with common pro¬ 
gramming commands and phrases used by BASIC 
and MAC65 programmers. 

The Keyboard 

One of the things about a stock Atari keyboard 
that I’ve never liked is the location of the BREAK key. 
Ibo often, when I’ve meant to press the BK-SP key, 
I’ve ended up hitting the BREAK key. A nice thing 
about using a PC keyboard, other than the solid feel 
of the key stroke, is that the BREAK key is located 
away from the main typing area. Now, the PC key¬ 
board doesn’t have a reset key per se, however, the 
TVansKey does support a warmboot key sequence 
similar to that found on the IBM. Pressing the 
CTRL-ALT-DEL keys appears to the Atari’s OS the 
same as if you’d pressed the RESET key. The 
TVansKey’s documentation covers alternate key combi¬ 
nations to generate a reset for several of the alternate 
OS’s available for the Atari. Another plus to the PC 
style keyboard is that you’re no longer tied to your 
computer. Having a separate keyboard gives you the 
freedom to locate it and your computer anywhere you 
want. I’ve found it very enjoyable to set the keyboard 
in my lap, lean back in my chair, and work in a far 
more relaxed position. 

It takes almost no time to get used to thinking of 
F9 through F12 as your START, OPTION, SELECT, 
and HELP keys. Never again do you need to hit two 
keys to pause a scrolling list on the screen. Hitting 
the SCROLL LOCK key on the PC keyboard now does 
the same job as pressing CTRL-1 on the Atari Key¬ 
board. The TVansKey does provide one option that’s 
normally only available to SpartaDos 3.2d users, the 
ability to recall the most recent string of commands 
typed between the last two carriage returns. 
TVansKey supports a keyboard buffer of up to 254 
characters that can be recalled by a simple CTRL-F6. 
And, if you do a lot of numeric entry in your program¬ 
ming, having the 10 key pad will spoil you rotten. The 
10 key pad and cursor keys found on the PC keyboard 
may not always seem to work right; this depends 
mostly on how the programs you’re using map the 
keyboard. In programs like BOBTERM and DDT you 
have to use the = and / keys to move up and down the 
menus rather than using the cursor keys. So there’s 
some relearning you might need to do with the pro¬ 
grams you most use. You need to watch for what “key” 
your program really expects to see. Shift-2 on the 
Atari, the quote, is not the same as Shift-2 on the PC 
keyboard, the ampersand. Watching out for these lit¬ 


tle things will help you quickly work through any 
problems you’ll have with some programs. 

In Conclusion 

After having spent more than a year using the 
TVansKey and PC keyboard, I find it a bit odd return¬ 
ing to the soft feel of the stock Atari keyboard; I re¬ 
ally miss having those F-Key and macro functions 
available at my finger tips. There are some functions 
of the Atari keyboard that are not supported by the 
TVansKey and are described in the documentation. 
Though I’ve never run into them myself, there are 
some SHIFT-CTRL combinations that cannot be read 
by the TVansKey. 

Over all, the documentation is well written and 
seems to clearly cover all the things an average 8-bit 
user would want to know. DataQue does include some 
information in its documentation on how to perma¬ 
nently modify the macro tables in the TVansKey’s 
Eprom, but that’s really more for the advanced 
hacker/programmer or those who’ve opted for the 
SRAM option. You may have to look over the sections 
covering the keyboard and macro commands a few 
times, but overall the commands are simple and easy 
to learn. The TVansKey board, itself, is a well built, 
easy-to-install piece of hardware that provides a 
number of new functions to the Atari as well as a lot 
of flexibility. The way the PC keyboard is mapped un¬ 
der the TVansKey allows for a fast and easy transition 
between one system and another. 

If your keyboard does go bad or if you’re just look¬ 
ing for a better keyboard, maybe you should look into 
adding the TVansKey to your Atari. It does cost a little 
more than a stock replacement keyboard. However, I 
believe that the added features, convenience and avai¬ 
lability of replacement keyboards make the TVansKey 
well worth the cost. 

The various TVansKey configurations and prices 


are as follows: 

TVansKey 2.4 

Solder-in, inline kb jack, SRAM $51.00 

Solder-in, inline kb jack, ZRAM $61.00 

Solder-in, chassis kb jack, SRAM $51.00 

Solder-in, chassis kb jack, ZRAM $61.00 

Plug-in, inline kb jack, SRAM $62.00 

Plug-in, inline kb jack, ZRAM $73.00 

Plug-in, chassis kb jack, SRAM $62.00 

{lug-in, chassis kb jack, ZRAM $73.00 

AT style 101-key keyboard 

(purchased with any TK) $60.00 


All orders should include $4.00 for shipping and 
handling within the US, and an additional $5.00 else¬ 
where. For further information, please contact Chuck 
Steinman at: Lex-TVonics/DataQue, 1623 West Fourth 
Street, Mansfield, OH 44906-1701. Voice/Fax (419) 
529-9797 lpm-5pm M-F. GEnie: dataque.l. 
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Recently, I had the opportunity 
to speak to Gerhard Lengeling, 
one of the programmers for Nota¬ 
tor LOGIC , and Bob Hunt, the 
"technical Support person for 
EMAGIC, concerning their new se¬ 
quencer. It is currently running on 
the Macintosh and Atari, and will 
shortly be up on the PC platform. 
The program is almost a complete 
reworking of Notator SL, adding 
many new features and refining 
many others. I spoke to Gerhard 
briefly then Bob took over the re¬ 
mainder of the interview. 

Gary: Notator seems to have a 
three dimensional approach to se¬ 
quencing . How did you arrive at 
this approach ? 

Gerhard: There are several ways 
to structure a song. There is the 
Pattern Based concept, like the old 
drum machines, and the linear ap¬ 
proach. We tried to find a more 
general way of structuring the pro¬ 
gram; this is how we came up with 
the folder concept. The result is, 
you can think of Notator LOGIC as 
a Notator SL that is Pattern 
Based, but with the added advan¬ 
tage that each pattern is able to do 
the same thing as a linear pro¬ 
gram. This means you can be com¬ 
pletely linear and two dimensional, 
or you can pack the whole thing 
into a folder so that it becomes a 
new entity. The analogy is simple, 
you can put your data in a folder, 
and the folder has the same behav¬ 
ior as a single sequence. You can 
copy it, or drag it, or however you 
want to manipulate it. 

(Bob Hun then got on the line) 


Gary: Included in the package 
with Notator LOGIC for the Atari 
is an interface called Log 3. Could 
you tell me about it? 

Bob: The Log 3 doubles as our 
copy protection key for both Nota¬ 
tor SL and Notator LOGIC. Also, 
it’s an expansion device which pro¬ 
vides three discreet MIDI Channel 
Outputs. There is a fourth physical 
output, which doubles one of the 
three outputs like an internal “Y” 
cord or Thru Port. 

Gary: What's the copy protection 
device on the Macintosh? 

Bob: It’s a Pass Thru Key that 
plugs into the Apple Desktop Bus 
Port, usually referred to as the 
ADB Port. 

Gary: What about the other MIDI 
expansion or peripheral devices for 
the Atari? 

Bob: We still make the Unitor and 
the Export boxes but not the Hu¬ 
man Touch or the Steady Eye Sync 
devices. All these products will 
still work with Notator SL, but 
only the Unitor is supported by 
Notator LOGIC. 

Gary: Is Notator LOGIC a totally 
new piece of software rather than 
an update from Notator SL? 

Bob: There are some paradigms 
from Notator SL that have come 
over, but generally it’s a new pro¬ 
gram. What happened is that, in 
order for us to do the things that 
we wanted to do, it was necessary 
to do a complete rewrite rather 
than to continually add new fea¬ 
tures to Notator. I think many 
other companies have made the 
mistake of adding too many fea¬ 


tures to an original foundation 
that wasn’t necessarily conceptual¬ 
ized to handle those new ideas. I 
really respect our programmers for 
knowing when to move on and 
start from scratch again. Of 
course, this creates a situation 
where you must convince your old 
supporters that the new way really 
is a better one, but this hasn’t 
been too difficult because LOGIC 
is so amazing. 

Gary: What has been the biggest 
hurdle in convincing them? 

Bob: Probably the biggest hurdle 
that we’re dealing with is that 
there are still a few rather impor¬ 
tant Score elements that are miss¬ 
ing from Notator LOGIC. Fortu¬ 
nately, most of these things have 
been addressed in version 1.7, 
which will probably be the ship¬ 
ping version by the time this inter¬ 
view comes out. Any remaining is¬ 
sues will then most likely be dealt 
with in version 1.8 or 2.0, which 
should be available 1st or 2nd 
quarter of ’94. This situation has 
certainly served to educate us as 
to how many of our users used No¬ 
tator for its Score features. Those 
are usually the users who have dis¬ 
appointments; the sequencing peo¬ 
ple, mostly, are thrilled. 

Gary: The Arrange Window is 
the first one a user sees. What are 
the component parts and look of 
this area? 

Bob: The Arrange window is 
where most users will do most of 
their sequencing. The main area 
displays rectangular objects which 
are virtual representations of your 
sequences. These objects can be 
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easily edited with a set of software 
tools. They can also be grouped to¬ 
gether into a folder object, which 
allows you to easily manipulate 
and edit large blocks of data. The 
window also contains a standard 
Transport Control in the upper left 
hand corner. The Bar Ruler, which 
provides a simple and clear time 
axis, runs across the top of the 
window. The Song Position Line 
stretches vertically down across 
your sequences and moves left to 
right to clearly show you your cur¬ 
rent position within the song. It 
can also be dragged as a quick and 
easy way to position yourself in a 
song. In the left hand column you 
have two Parameter Boxes. One 
contains your Playback Param¬ 
eters, which are similar to the 
Track Parameters Box in Notator , 
in which you can perform various 
non-destructive edits to the events 
in your sequences. The other Pa¬ 
rameter box is your Instrument 
Parameter Box, which is where you 
control the MIDI data flow. 

Gary: What are the capabilities of 
the Playback Parameter Box? 

Bob: Like in Notator SL, there are 
six areas that can be manipulated; 
Quantizing, Looping, TVanspose, 
Velocity, Dynamic, Gate Time, and 
Delay. A big improvement over No¬ 
tator SL is that now these Play¬ 
back Parameters are not just for 


the entire track; they can be ap¬ 
plied to each individual sequence. 
It’s, therefore, very easy to quan¬ 
tize one sequence on a track in one 
way, and another sequence in a 
completely different way, even 
when they reside in the same 
track. There is also now an “Ex¬ 
tended Playback Parameter Box” 
that can be opened. It allows you 
to finely control the Strength and 
Range of the Quantization and 
even the exact percentage of swing; 
and remember, all this can be done 
in real time and non-destructively! 

Gary: 7 ill me about Dynamic 
Compression and Expansion. 

Bob: The Dynamic Compression 
takes all the velocity values from 
the chosen sequence and averages 
them out to the desired percentage 
level. The Expansion does the op¬ 
posite, making the louder notes 
louder and the softer notes softer. 

Gary: Tell me more about the Fold¬ 
ers concept? 

Bob: Everything in the program 
follows the same Mac or Atari-like 
hierarchical structure. In terms of 
the Arrange Window, it means that 
you can take a group of objects and 
combine them into a folder, then 
apply those playback parameters 
to all the contents of the folder. 
Also, all the Editing Tools can be 
used on that folder as well. 


Gary: What are some of the edit 
tools available in the arrange win¬ 
dow? 

Bob: The basic tools are the Pen¬ 
cil, which is used for creating a Se¬ 
quence Object, the Scissors, which 
are used to divide objects, the Glue 
Stick, which is used to combine ob¬ 
jects, then the Solo and Mute tools. 

Gary: You have a unique way of 
handling the Transport Controls , 
even allowing for multiple Trans¬ 
ports on the screen. 

Bob: In many of the windows 
there is a transport that is part of 
that window, which can be hidden 
if you choose. The other type of 
transport is a floating window, 
which is always on top, so that 
none of the other windows can 
blank it out. It can be placed and 
sized however you desire. Also, that 
floating window transport can be 
flipped to a giant SMPTE display. 
The programmers are simply try¬ 
ing to provide the user with as 
many ways to control their working 
environment as possible. The 
whole system with the Screen Sets, 
and the Multiple Telescoping Win¬ 
dows, allows the user to become 
part of the design process. 

Gary: What is the resolution of the 
sequencer? 

Bob: 960 pulses per quarter note. 
It’s basically double what Notator 
was and a greater resolution than 
anything on the market. 

Gary: What about the Tempo 
Range? 

Bob: The range is from .0500 to 
9999 beats per minute. Not only 
does that represent an incredible 
range, but the 10,000th of a beat 
resolution can be very useful, for 
example, when precisely adjusting 
your tempo to exactly match a long 
sample loop. 

Gary: The Environment Window 

gives the user a virtual representa¬ 
tion of their MIDI Studio. What 
are the component parts? 
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Figure 2: The Environment Window 


Bob: The Environment Window 
has several different levels of po¬ 
tential use. Throughout LOGIC , 
the programmers tried to look for 
ways to reduce the number of 
tasks that a user has normally had 
to repeat every time he created a 
new sequence. A basic use of the 
Environment Window illustrates 
this concept. Fbr example, before 
recording a track in most other se¬ 
quencers you have to A) Assign a 
MIDI Port, B) set what MIDI 
Channel it’s going to, and C) insert 
a Program Change command into 
the sequence so that the right 
patch comes up the next day when 
you try to run that song. With 
LOGIC, the user conceivably only 
has to do this once, because in¬ 
stead of assigning these settings to 
a given track, he is defining what 
we call an “instrument.” These in¬ 
struments can then be saved as 
part of an automatically loading 
template, making them available 
every time you start a new song. 

The next level of use for the 
Environment Window is to create 
combination instruments that uti¬ 
lize multiple devices in your MIDI 
system. It gets even more interest¬ 
ing when you start using some of 
the special instrument devices that 
are available in this window. For 
instance, there’s the Mapped In¬ 
strument device which allows you 
to Map any pitch to any other 


pitch, or even any pitch to any port 
or cable. You can also use it to give 
each pitch an individual name 
which will then appear in the 
event list instead of a pitch name. 
The primary use of this special in¬ 
strument might be to set up a 
Drum Kit which utilizes different 
drum sounds from different MIDI 
devices. Also, there is a Multi-In¬ 
strument Device which allows you 
to set up an instrument which rep¬ 
resents one device in your system; 
it then allows you to call up the 
patches on that instrument by 
their name. Then, there are de¬ 
vices which do special MIDI ef¬ 
fects. fbr example, there is the 


Chord Memorizer, which is used to 
set up one note chords. There are 
also the Delay Lines, the Trans¬ 
form Instruments and the Arpeg- 
giator. In addition to the above 
there is a nice selection of fader 
and knob devices which can send 
and be controlled by any MIDI 
event. All of these instruments and 
devices can be patched together 
with virtual patch cables in any 
conceivable number of combina¬ 
tions. So, really what you see with 
the Environment Window, is a pro¬ 
gram within a program. It’s been 
compared to Opcode’s MIDI Sys¬ 
tem (OMS) on the Macintosh, but 
it really goes way beyond OMS 
with all of the special devices. This 
part of the program is completely 
new to any Notator user. 

Gary: You have a way for the user 
to combine many screens , could you 
tell me about this? 

Bob: I’m glad you asked about the 
Screen Sets, because they’re one of 
the simplest, yet I think one of the 
coolest new concepts you’ll find in 
the program. You can open up any 
combination of windows you want 
to use, size and place them, then 
hit a number key on the keypad 
and you have created a screen set. 
There are 90 of these sets available 
on the most current version. 
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Figure 5. The Matrix Editor 


Gary: Tell me about the Link 
Mode? 

Bob: You’ve got something like 6 
different types of editing windows, 
and, with all these different screen 
setups, you need to have the ability 
to make choices about how they 
will interact; that is the purpose of 
the link mode(s). Basically the set¬ 
ting of the Link mode determines 
whether the information presented 
in one window will reflect the cur¬ 
rent selection in another window. 

Gary: One of the primary editors is 
the Event List. What kind of data 
is manipulated there? 

Bob: Any type of MIDI data can 
be edited here. The Event list pro¬ 
vides detailed Alpha-Numeric in¬ 
formation about everything in the 
sequence. That would include the 
position of the MIDI events, the 
type of event it is, the MIDI chan¬ 
nel, then two data status bytes, 
which change, depending on what 
kind of events you are dealing 
with. One unique aspect of LOGIC 
is that the Event List displays the 
events at different hierarchical lev¬ 
els. This means that, instead of 
viewing the actual MIDI events 
that are in your sequence(s), you 
could be viewing/manipulating the 
sequences or folders which make 
up the arrangement. 


Gary: Hyper-Edit is another fea¬ 
ture of the sequencer. How does it 
look? 

Bob: Hyper Edit displays the MI¬ 
DI events in a special graph-like 
format. Each event is displayed as 
a vertical beam whose height is de¬ 
termined by the value of that 
event. For instance, for notes it will 
represent the loudness of the 
notes. 

Gary: What are some of the uses of 
Hyper-Edit? 

Bob: It is ideal for editing or gen¬ 
erating Controller events such as 
Volume, Panning, Pitch Bend, etc. 
It can also be very effective as a 
Drum Editor. Drawing in per¬ 


fect 48th note flams on snare hits 
is one thing I personally enjoy do¬ 
ing in Hyper Edit. 

Gary: The Matrix Editor is a an¬ 
other feature of LOGIC. What's the 
difference between it and Hyper-Ed¬ 
it? 

Bob: They are really quite differ¬ 
ent. The Matrix Editor is a Pi¬ 
ano-Roll editing environment. It’s 
used primarily for changing the 
pitch, position and length of notes. 
I say primarily because currently, 
we also allow you to change the ve¬ 
locities of selected notes with a 
special tool. 

Gary: The Score Editor has al¬ 
ways been a strong feature of Nota- 
tor. Tell me about what's new and 
what's old in LOGIC? 

Bob: The main thing that is new 
is that you have a lot more flexibil¬ 
ity and control over how you are 
going to work with your Score. For 
example, Notator was very rigid 
when it came to how much of your 
score it would allow you to see and 
work with at one time. You could 
only view at most three or four 
staves, and there were only two dif¬ 
ferent choices of staff size. In 
LOGIC the whole structural foun¬ 
dation has changed. There are tel¬ 
escoping functions which allow you 
to telescope the score down to the 
size of your thumbnail, or zoom in 
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Fibure 6. The Score Editor 


on it until a note is just about fill¬ 
ing your screen. 

You can choose just about any 
number or combination of instru¬ 
ments to edit, and you can edit 
within a Print Preview Mode, 
which is something you couldn’t do 
before. On the old side, there are 
still many of the same algorithms 
for interpreting your performance, 
such as the Interpretation, Synco¬ 
pation, and Overlap Correction 
Modes. 

Gary: There seem to be some fea¬ 
tures lacking in the Score Editor. 
When will they be implemented? 
Bob: By the time this is published 
Notator LOGIC 1.7 will have been 
released and many of the needed 
revisions will have been imple¬ 
mented in that version. The main 
things that still may be absent are 
Multi-Bar Rests, and a system for 
Chord Input. These should be 
added with 1.8, however, which is 
due to be released in the beginning 
of next year. The underlying reason 
that some of these features are 
taking a little longer to appear in 
LOGIC is that the programmer 
has a desire to enhance the Score 
editing capabilities rather than 
just duplicate what is already in 
Notator SL. This means that eve¬ 
rything that is there should be bet¬ 
ter than it was in Notator SL. The 
ultimate goal we have set for the 
Score Editor is to have 80% of the 
functionality of Coda’s Finale by 
the end of next year. 

Gary: What about this program on 
the PC platform? 

Bob: By the time this is published, 
there should be already available a 
scaled down version of the program 
for the PC called Micro-LOGIC 
that sells for under $200. It will be 
missing the Environment Window 
and the Hyper Edit Window, but 
beyond that it’s basically the same 
program. 

Gary: What about a release date 
for the full featured PC version? 


Bob: For the full featured model 
we’re looking at 2nd quarter of 
next year. 

Gary: Anything you'd like to add? 
Bob: EMAGIC is looking forward 
to building on the software revolu¬ 
tion that we began with Notator. 
With Notator, the revolution was in 
the integration of sequencing and 
scoring in one package. With Nota¬ 
tor LOGIC, you are seeing the ex¬ 
pansion of that original vision of 
the software workstation. 

We began by redesigning the 
interface to give the user excep¬ 
tional flexibility and control over 
the environment in which he cre¬ 
ates. It was important that the un¬ 
derlying foundation be very open 
ended, in a way that would allow 
us to easily expand the program’s 
capabilities in the future, as a re¬ 
sult of either software or hardware 
innovations. Fbr this reason, it was 
also imperative that the design 
could be easily ported between the 
popular computer platforms. 

Next, we wanted to add two 
other elements that were not a 
part of Notator. First of all, a vir¬ 
tual MIDI environment called the 
Environment Windows, which 
would provide an unprecedented 
level of software control over an en¬ 
tire MIDI studio. Secondly, we 
wanted to seamlessly incorporate 
Digital Audio into the over all sys¬ 


tem. With LOGIC Audio for the 
Mac we’ve already done this, and 
in a big way. It is the first to be ca¬ 
pable of running up to 16 channels 
of Digital Audio (on the Macintosh 
with the necessary Digidesign 
hardware); it is the first to give 
you realtime, non-destructive Para¬ 
metric EQ, and it is the first to in¬ 
clude a realtime Stereo Source 
Sample Editor right on-board! 
(Atari users need not worry, we 
will be introducing LOGIC Audio 
for Fhlcon and PC clone consump¬ 
tion within the first quarter of 
next year.) 

With all of this, I believe that 
EMAGIC is poised and ready to 
take on the future, wherever it 
may lead. I hope that there are 
plenty of your readers who are 
willing and eager to go there with 
us. I think it will be an exciting 
and rewarding journey! 

Notator has always been a 
great program, and this reworking 
makes it even better. The retail 
price is $699, but I have been quot¬ 
ed prices as low as $475. Ebr more 
information call: Bob Hunt, 415 
738-1633, FAX 738-1668. 

For any questions or sugges¬ 
tions please don’t hesitate to call, 
write, of FAX me: Gary Woods, 
6428 Valmont St., Tlijunga, CA 
91042. Phone: 818-353-7418; FAX 
352-6559. 
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Entia non sunt multiplicanda 
praeter necessitatem 

— William of Occam 
f 1280—1349) 

For years we have courted our computers and 
time has come to consider serious commitment. Mi¬ 
crochip wedded to human brain may seem farfetched 
to some people, but I believe it is not only feasible, but 
reasonable. I would go further still: it is desirable 
and, maybe, even necessary for the perpetuation of 
the human race. 1 Oh, sure, before us are some 
weighty matters that require careful contemplation, 
and this month we shall look at some of them, such 
as compatibility and fidelity and the kind of family we 
might be marrying into. Then there are the usual 
concerns about mutual complementarity and unders¬ 
tanding, but those will be reserved for another time. 

As for believing in the feasibility of a mind-chip 
partnership, I can hardly find more respectable com¬ 
pany. A quarter of a century ago, Allan Kay joined the 
Palo Alto Research Center of Xerox where he organ¬ 
ized the Learning Research Group to implement a vi¬ 
sion of interactive computing around a device named 
Dynabook. It was to be a 

personal dynamic medium the size of a notebook, 
which could be owned by everyone and could 
have the power to handle virtually all of its owner’s 
information related needs. It would respond to 
questions, it would have enough capacity to store 
anything the owner would like to remember, it 
would have high-quality video and audio output, 
and it would have enough power to respond in¬ 
stantly . 2 

Much, but not all of this sounds pretty mundane 
today, but, lest we forget, at that time the now so 
ubiquitous personal computer and laptop had not yet 
arrived. Kay worked on both the hardware and soft¬ 
ware aspects of a truly personal computing. The com¬ 
puter language Smalltalk stems from his project as do 
the key-and-mouse driven desktops so dear to owners 
of Macintosh and Atari ST computers, and now in¬ 
creasingly also to those macho-ists with IBM compati¬ 
bles. 3 


1 (e.g.) vE, “Orality, Literacy, Computency. 
”Current Notes , Sept. 1993, p.32. 

2 Original gone astray. Poltergeist at work. 


While Kay struggled with the implementation of 
his Smalltalk system, astronomer Carl Sagan en¬ 
gaged in some small talk of his own. In his 1977 book, 
The Dragons of Eden, he wondered if it would be possible 
to add some day 

a variety of cognitive and intellectual prosthetic 
devices to the brain—a kind of eyeglasses for the 
mind. This would be in the spirit of the past accre¬ 
tionary evolution of the brain and is probably far 
more feasible than attempting to restructure the 
existing brain. Perhaps one day we will have surgi¬ 
cally implanted in our brains small, replaceable 
computer modules or radio terminals which will 
provide us with a rapid and fluent knowledge of 
Basque, Urdu, Amharic, Ainu, Albesian, Nu, Hopi, 
!Kung, or Delphinese; or numerical values of the 
incomplete gamma function and the Tchebysheff 
polynomials; or the natural history of animal 
spoor; or all legal precedence for the ownership of 
floating islands; or radio telepathy connecting sev¬ 
eral human beings, at least temporarily, in a form 
of symbiotic association previously unknown to 
our species . 4 

Sagan’s train of thought took off from a report on 
“successful” work in creating direct communication 
between a chimpanzee’s brain and an electronic com¬ 
puter. 

The full development of a Saganesque meeting of 
minds probably needs a while in the coming and that 
is just fine with me; it can’t come late enough. Better 
for now to let our fingers do the talking. Or the tip of 
a plastic cap on a ballpoint, which is a fairly conven¬ 
ient tool for pressing the 5/32-inch (4-mm) keys of my 
tiny Sharp PC-1261 pocket computer. 

Those who find many small keys crowded to¬ 
gether a painful problem might seek such solution as 
the Microwriter keyboard. An English invention of 
some years ago, it has five unmarked keys whose 
many possible combinations of pressings ought to give 
a tiny Fleabyte plenty to ponder. I prefer to envision a 
small sphere in the palm of either left or right hand, 
at will, for addressing a computer as readily during 
the din of day as in the still of night. Unobtrusive 


g 

Naomi S. Baron, Computer Languages: A Guide (or the 
Perplexed. Anchor Press/Doubleday, 1986, p.357 ff. 

4 Carl Sagan, The Dragons of Eden. Ballantyne Books, 
1986. 
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communication that leaves one hand free for other 
tasks. 

In Simplicity We Tlrust 

No. The pocket computer’s tiny keyboard is not 
my major worry. Bhr more serious an obstacle—a po¬ 
tential catastrophy, come to think of it—is accelerat¬ 
ing obsolescence that comes with progress. And then 
there is the harm too frequently done by one program 
to another one. If we are to rely on supplementing our 
neural brain with artificial circuitry, we want to be 
certain that the part of our mental assets relin¬ 
quished to a Fleabyte’s care will not be in jeopardy ei¬ 
ther by accident or consequential to the updating of 
components or methods. 

We must be confident that what has been pro¬ 
grammed in one language can be readily read by, or 
transposed into another, more up-to-date one. The lat¬ 
ter’s structure may quite possibly differ much from 
the one in current use though we do anticipate that 
computers will help us take the strain out of lifelong 
learning about machine computation as much as we 
expect them to help us with other mental tasks we 
must cope with. The problem of downward compatibil¬ 
ity will revolve less about older application software 
functioning with newer chip designs than it will about 
the need for lifelong preservation of data and their 
consistent interpretation. Inconsistent interpretation 
would shake the sense of equilibrium and lead to seri¬ 
ous psychological disorders within the neural partner. 
A minimum level of dependability is clearly a must. 

We must be certain, also, that information ex¬ 
change via, to, and from computers and storage de¬ 
vices will be readily and cheaply adaptable to 
more-up-to-date or replacement tools, and, further, 
that the flow and quality of information won’t be tam¬ 
pered with by those with less than noble, if not out¬ 
right evil, designs. 

Fleabyte’s mental assets, accumulated over years 
of programming and assembly, and to which our 
minds will become thoroughly attuned may never be 
quite as valuable as the assets harbored by our natu¬ 
ral brain, but expect them, in a future not too distant, 
to become a very close second indeed. Assets that vi¬ 
tal should not be subject to the buffeting forces of 
progress and to the whiles of commerce. 

We want a Fleabyte that can be readily attuned to 
unexpected, future change. Only if we can rely on this 
without reservation shall we ever be prepared to en¬ 
trust a computer with important parts of our mental 
burden. In the meantime, we must, for all practical 
purposes, be satisfied with delegating to our pocket 
computers specific, limited tasks such as those we 
now assign to an electronic calculator. Later, and 
gradually, we may expand their scope. It is such a 
bottom-up approach that, I am inclined to think, peo¬ 


ple should be able to adapt to and seek their further¬ 
ance. 

Aim of the Game 

Computing progresses most visibly in the do¬ 
mains of hardware and software. The quality of life 
hardly seems to enter into the human resolve to force 
technological advance. Developments in computational 
technology are funded for national security first, for 
financial profits next, and for the advance of the hu¬ 
man species not at all. 5 Such a pity that the potential 
for a better life is only an accident, a mere byproduct 
of our human struggle to dominate human affairs. 
However, if we select as our vantage ordinary everyday 
life, we perceive that now we need less development of 
technical know-how and applications, and more atten¬ 
tion at the level of human judgement. Technology 
runs way ahead of our ability to utilize it wisely. 

“Atari in the STicks” is about that. I write it like 
I drive a car: eyes not directed toward what is imme¬ 
diately in front of me, but to where I shall be a second 
from now and beyond, up to where the road turns 
from sight. And like any red-blooded driver, I can get 
riled not a little if my progress is hampered by a vehi¬ 
cle that hogs the road. 

The future is not there for big corporations to 
dominate. Their relationships with us are to be kept 
symbiotic and should not ever become proprietary. 
Corporate brass shouldn’t ever think of manipulating 
us. We’d do well to remain vigilantly clear on this 
point, especially now that electronic and human 
minds get their wires crossed ever more readily. 

The scope of this column is truly personal com¬ 
puting. Computing for self-development is central and, 
hence, also the effective gathering and assessment of 
information so that we may arrive at better per¬ 
sonal—and, hence, communal—judgements. It is from 
these, and from a modicum of entertainment, that I 
seek to pull the major strands from which this 
monthly weave is woven. 

Juggernaut 

A few days after last month’s “Tferadesk at Tuxedo 
Junction” had gone off to Current Notes, I came across 
a story about bloated software plugging up PCs. Part 
of a solution to this problem is offered by Microsoft. 
Its Windows v.3.1 incorporates object linking and em¬ 
bedding (OLE). This facilitates making documents 
contributed to by different programs. Developers of 
software to be run under Windows no longer need to 
include services that are already available from Win¬ 
dows itself. ( Applets the Windows folk call their small, 
embedded applications, thereby peeling a rival.) Mi- 


5 (e.g.) Noah Kennedy, The Industrialization of Intelligence. 

Unwin Hyman Limited, 1989, Ch.5, p.78/f 
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Fig. 1—- 1st Word Plus talks to itself. TWo years ago, Dutch income 
tax official and amateur computist, B. Hanstede, created a fasci¬ 
nating variant of calculators: 1st OCR . It is an invisible accessory 
that lets one lasso numbers on-screen and prints their sum to the 
cursor position. 10 


crosoft aims to extend this approach by 
allowing mini-programs themselves to be 
merged: 

Fully object-oriented software takes 
the principle behind OLE one step 
further. In this context, objects are 
essentially self-contained programs 
that each perform a single func¬ 
tion: drawing charts, editing text, 
running the operating system. 

These can be linked as required, 
with computer users creating their 
own customized software. No fea¬ 
tures are duplicated: a text-editing 
object serves all the other objects 
on a PC or network. 6 

Examples given are the Cairo system 
and Oberon . Microsoft’s Cairo , due in 
early 1995, aims to dislodge conventional 
software within three years. Oberon , de¬ 
signed by Niclaus Wirth of Pascal fame, 
is a set of objects teamed to serve as a merge of oper¬ 
ating system and application programs. 

It all looks neat and proper and in accord with 
what I wrote a few months ago: “What is needed [in 
personal computing] is a variety of simple, intuitively 
used software that cover a lot of ground in flexibly 
adaptive and agreeable ways.” 7 What I do not have in 
mind is a proprietary system. That sort of thing turns 
too easily into a situation and that’s good reason for 
steering clear from it. Clear from it and thereby from 
the kind of overbearing relatives apt to destroy a good 
marriage. One specific objection: proprietary systems 
will only grow those capabilities that return profit to 
their owners and, hence, are likely to ignore indi¬ 
vidual needs. 

Just how much big software companies care about 
clients who already have anteed up into their coffers 
may be epitomized by this ghastly story found in 
Montreal’s The Gazette : 

Some people might like the new Side-Kick ver¬ 
sion 2 and some of its more fancy features and 
built-in communications program, but I want to 
stick to my old, trusty Side-Kick version 1.65A. But 
recently, I have found some new programs incom¬ 
patible with this older version of Side-Kick. When 
Side-Kick version 1 is in memory, these programs 
crash. 


g 

“When the bloat comes in. ”The Economist , Oct. 
1993, p.91. 

vE, “The Personal in Personal Computing. ”CN, 
May 1993, p. 50. 


When I called Borland to ask about this, their 
attitude was mostly a big shrug. “We don’t support 
Side-Kick version 1 anymore. Get Side-Kick ver¬ 
sion 2.” 8 

So there! We’d be much wiser to stay out of the 
path of our modern-day Juggernaut 9 and embrace lib¬ 
erty in the pursuit of making our own assemblies by 
selecting from a plethora of programs and accessories 
made by independents, be they professionals or ama¬ 
teurs or us. Items should be designed for the free and 
easy interchange of packets of data and/or services. Tb 
this end we may all be better off if Atari (and Mac!) 
computers survive rough times in the market place to 
keep open alternate routes. 

For our STs, interchange of data might require 
more extensive use of existing programming protocols 
or the creation of more suitable ones. Perhaps a small, 
subcutaneous intervention in TOS would be in or¬ 
der—I don’t know enough about these things to write 
with authority. The Fleabyte calculators utilize TOS’s 


8 Cairn MacGregor, “I wrote this column with the 
help of my buddy, SideKick.” The Gazette (a Montreal 
newspaper), Oct. 2, 1993, p. J6. 

9 From BuElfinch's Mythology, 1978 Edition (Crown Pub¬ 
lishers), p.322: “While [the Juggernaut] moves along, 
numbers of the devout worshippers throw themselves 
on the ground, in order to be crushed by the wheels, 
and the multitudes shout in approbation of the act, 
as a pleasing sacrifice to the idol.” 

10 B. Hanstede, “1st OCR.” (Dutch) STart, May/ 
June 1991, pp.22-24. Article includes program list¬ 
ings. 
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general input/output buffer record ( iorec ) 
rather effectively to make direct deposits 
of data in another window. It doesn’t re¬ 
quire a programmed designation of the 
target; any program or accessory is wel¬ 
come to share Fleabyte’s findings without 
having to resort to a clipboard. 11 I call 
this pipe a wormhole and that accessory 
totally dependent on it The Wormhole. 
See Figs 1 and 2. 
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Mystery of a Wayward Worm 

“I’ve tried Wormhole and I like it, but 
a program such as this is useless if it 
tells me that 10/5 - 1.7777777777 and 
5/2 = 2.16...,” came a message on GEnie. 

It hurt. It hurt because I must bear 
the blame for this errant behavior even 
though as an amateur programmer I 
lack easily accessible, complete informa¬ 
tion, which is one major flaw in the 
Atari support system (but, I am told, not in IBM’s). 
An accessory from the Fleabyte mold, the Wormhole 
lassoes text on-screen and then utilizes it. In the re¬ 
ported instance, the user drew a box around 10/5 = 
and The Wormhole printed to the screen 1.7777777—a 
darn ornery thing to do. 

My surprise was not total, because I had already 
found that a program, or a combination of programs 
running in the background, can interfere with The 
Wormhole's task. Recently, I had run into a pesky 
problem when I tried to demonstrate The Wormhole 
accessory to a fellow Atarist, Leo Scalia, on his Mega. 
Every mathematical expression I typed got “0” as re¬ 
sponse. 

At the time, I rationalized the problem away as a 
mismatch between screen fonts as envisioned by the 
Mega’s operating system and those in a library em¬ 
bedded in The Wormhole. I suspected that the folks at 
Atari had fiddled with the 16x8 matrices which, I 
gather, direct alphanumerics to the screen. And I 
knew from experience that such a mismatch begets 
nulls on one’s requests. 

The errors reported by that piece of electronic 
mail showed an order of sorts. The Wormhole an¬ 
swered as if it had worked out 16/9 instead of 10/5, 
and 13/6 instead of 5/2. This was not quite like what 
had occurred at Leo’s. Were characters switched or 
overridden? What would do this and why? And what 
would be my chances of finding the cause with my 
meager knowledge of computers? 


Mean: 95.9 

Mean deviation: 11.816 

Variance: 281.37 

Standard deviation: 14.19 
Corrected std dev.: 14.335 
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Fig. 2—Just a sec! The Wormhole combines 1st OCR techniques 
with Fleabyte’s. The author thinks of The Wormhole as more than 
an interesting experiment; the technique should have all sorts of 
useful applications. _ 


11 Ebr the direct transfer of information from a 
Fleabyte accessory, see: vE, “That’s Write 2 in Con¬ 
cert,” CN, June 1993, p. 19, Fig. 1. 


Ghostwriters on the Sly 

In the excitement, I forgot why I carried Quick ST 
in my auto folder; I don’t think I really need a screen 
accelerator, unless there is a long graphics routine to 
go through. Using LHARC for some archiving, I typed 
the command line: 

a a:\fbsx_12 b:\fbsx_12\K.* 

And it happened as I typed! Right there, on the moni¬ 
tor! With my own eyes I saw the ghostwriting as you 
find it reproduced in Fig. 3. Yet, when I dared press 
the RETURN key, archiving proceeded as if nothing 
untoward had happened. The archiving instruction 
had been there alright, but not for human beings to 
fathom! It was as if the screen’s face was read like The 
Wormhole reads it. “By its matrices ye shall know 
them!” must be Sacred Writ. . . Ebr a worm. 

Voices from the Crypt 

Ed gar Allan Poe and Sherlock Holmes used to 
share magnanimously from their wealth of experience 
in matters sleuthful and cryptic. We are still indebted 
to Poe’s character, Legrand, in “The Gold Bug,” for 
demonstrating how he deciphered 

53111305))6*;4826)41 .)4t) { 806*; 4818H6 
8))85;11(;:1*8183C88)5*1 1 46C;88*96*?; 

8) *1 t; 485) { 5*H 2 : *1 C 1 4956*2 C5*_4) 81T8*; 
4069285);) 618)411;1(19;48081;8:811)481 
85 J 4)4851528806*81C19;48; (88;4 C1?34;4 
8)4l;i6i;:188;1?; 

In the present case—indeed in all cases of secret 
writing—the first question regards the ‘language’ 
of the cipher; for the principles of solution, so far, 
especially as the more simple ciphers are con¬ 
cerned, depend upon, and are varied by, the gen¬ 
ius of the particular idiom. 
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Legrand then went on, rather less 
helpfully 

In general there is no alternative but 
experiment (directed by probabilities) 
of every tongue known to him who 
attempts the solution, until the true 
one be attained. 12 

That’ll do. We ought to have profited 
sufficiently from Legrand’s mode of 
thought to confidently advance with our 
own exploration. (Though I wish Pbe 
were still around to write our software 
manuals; we would surely profit from his 
expository skills!) 

But then again, to be armed better 
still I also called on Mr. Sherlock 
Holmes, that other authority on secret 
code. After being confronted with the 
enigma of “The Dancing Men”: 


LHARC-ST, Archive utilit 


■ 5JLP, con 


Usage: LHARC connand archive [filenanes] 


—< Connands >- 


a - Add file(s) to archive 
n ■ Hove file(s) to archive 
e/x - Extract file(s) fron archive 
i ■ Extract with inquiry 
s - Extract to screen 


p - Extract to printer 
1/v - Short/Verbose list of archive 
d - Delete file(s) in archive 
r - Renane file in archive 
t - Test archive integrity 


-< Switches >- 


h - Hold after connand 
o - Overwrite existing files 
f - Floppy/TurboDos check off 


b - Retain backup copy of archive 
n - No conpression (store only) 
c - Add connents 


Written in 6ffl & Turbo-C by Jon Uebb (via FidoNet node 2 : 282/358)T Hith'iots of 
Ihe lp f ron Bar t van He rk. Conpression functions adapted fron Yoshis LZSS sources 

IConnand line : ,#0101 feOliOl MB I 

Fig. 3—Can’t wait for witching hour. With Quick ST working in 
the TOS underground, the command line of LHARC.PRG, ver- 
Ision 0.51B, transfigures into ghostly dot matrices. Is there a lesson 
here for The Wormhole? 


he openly confided, 

I am fairly familiar with all forms of secret writ¬ 
ings, and I am myself the author of a trifling mono¬ 
graph on the subject, in which I analyse one hun¬ 
dred and sixty separate ciphers, but I confess that 
this is entirely new to me. The object of those who 
invented the system has apparently been to con¬ 
ceal that these characters convey a message, and 
to give the idea that they are the mere random 
sketches of children. 

Having once recognized, however, that the 
symbols stood for letters, and having applied the 
rules which guide us in all forms of secret writings, 
the solution was easy enough. 

Out of 15 symbols in the first message four 
were the same, so it was reasonable to set [these) 
down as E. It is true that in some cases the figure 
was bearing a flag, and in some cases not, but it 
was probable from the way in which the flags were 
distributed that they were used to break the sen¬ 
tence up in words. 

Speaking roughly, T, A, O, I, N, S, H, R, D and 
L are the numerical order in which letters occur; 
but T, A, O and I are very nearly abreast of each 
other, and it would be an endless task to try each 
combination until a meaning was arrived at. I, 
therefore, waited for fresh material ..., 13 


How wise a conclusion! How well I’d do to walk in 
Mr. Holmes’ footsteps! Thus, I set out to provide my¬ 
self with fresh material and to consider the effect of 
breaks as well. Running an LHARC, along with that 
one time must have of every Atarist, Quick ST, in the 
auto folder, I typed: 

abcdefghijklmnopqrstuvwxyz 
which returned: 



Then, continuing: 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

whence: 



With SNAP_IT.PRG in my auto folder, I began a 
more thorough investigation. I made screen dumps, 
one after the other, and transported them to DEGAS. 
Hours were spent enlarging and comparing. Though 
most of the ghostly characters were in one-to-one cor¬ 
respondence with common alphanumerics, this was 
hardly the rule. 

At last, I realized that computer code does more 
than depict characters and, therefore, I tested a for¬ 
mat more in keeping with a program designed for 
archiving: 


___ & a:\abcdefgh b:Mjklmnoji^qrstuvw.xyz 

12 Edgar Allan Poe, Tales ol Mystery and Imagination. This paid some dividends: 

Pan Books Ltd, pp.114-115. 

13 Sir Arthur Conan Doyle, The Return of Sherlock 

Holmes. John Murray and Jonathan Cape, 1974, p.80ff. - » - 
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but also engendered additional conundrums. Those, 
however, I shall leave to the reader as an entertaining 
exercise for the long evenings of winter. 

Occam’s Razor 

However much engrossing such an investigation, 
the main questions won’t go away. Just what caused 
The Wormhole’s erratic behavior and what can be done 
about it? 

Was the cause Quick S7? I phoned Leo. “Remem¬ 
ber when I tried to demonstrate The Wormhole on 
your Mega?” “In September?” Leo remembered. “Do 
you use a screen accelerator?” Of course, he does. I 
knew that from Leo’s demonstration of work with DE¬ 
GAS at our Montreal Atari ST club’s November meet¬ 
ing. He owns Warp-9. “Did you have that in your ma¬ 
chine last September?” Sure, he had. I sent off a mes¬ 
sage to the fellow who preferred his Wormhole accu¬ 
rate. “What is in your auto folder?” I asked. He 
obliged instantly via the genius of GEnie: 

CODEKEYS.PRG DCSHOPIC.PRG DCSHOTXT.PRG 

DCSHOMER.PRG FPPRNT.PRG G+PLUS.PRG 

NEOLORD.PRG P00LFX92.PRG SDUHP.PR6 

SILKHOUS.PRG T0S14FX2.PRG UIS-III.PRG 

HRRP9-ST.PRG XDOOT.PRG 
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“Aha! Warp-9 it is!” I almost reveled, reinforced by 
knowing that Warp-9 is offspring of Quick ST. Let me 
immediately assure one and all that it transpired I 
was wrong. Warp-9, by itself, is not as mischievous as 
all that. However, I haven’t tried farther to detect the 
exact combination of programs responsible for the 
problem; there are just too many other things in need 
of attention. 

But we are still left with that other burning ques¬ 
tion: what can we do about the problem? The Fleabyte 
project has taken up much time. Will part of this be 
wasted—damaged by other software? Or is my own 
accessory at fault? At any rate, experience shows 
there is much merit in using Occam’s razor which, in 
the crude vernacular of modern times, cuts straight to 
the heart of many, too complex things: 




Thus reminded, then, from my Atari in the 
STicks, I wish you in words plain: 
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Small’s First Through Fourth Laws 

Small’s 

Second Law 



In order to show you why there is a Small’s Second Law, 
I’m going to have to bore you for a moment with my back¬ 
ground and history with computers. Small’s Second Law 
comes directly from observation and experience with com¬ 
puters. I’ll try to keep it short; then we’ll get into the Law. 

Time Spent with Machines 

I’ve been dealing with computers since, let’s see, 8th 
grade, 1972. That makes it 21 years since I first encountered a 
Teletype(tm) with paper-tape punch and reader being “mass 
storage.” Fm 35 now, so that makes 14 years spent without 
computers, 21 years spent with them-40% of my life without 
computers, 60% with computers. 

Since college, since 1980, I’ve been dealing “profession¬ 
ally” with computers, earning a living (sometimes “eking 
out” would be more accurate). 

During all those 21 years, I was writing programs, forc¬ 
ing the machine to often do things it was not designed to do, 
or bypassing restrictions which I didn’t want to be restricted 
by. All of this has required me to write a lot of computer pro¬ 
grams, generally in BASIC and assembly languages, but a mix 
of other languages have shown up, APL, C, Fortran (still 
good for number crunching a Cray), Pascal (NOT!), and 
whatever else I needed to know, generally about the hardware 
I was programming. 

A Lot of Data 

All of this amounts to a very large amount of raw data. 
Many programs I’ve written have been very long. Spectre 
GCR has something like 25,000 lines of code in it, but that’s 
not really how much has been written ; I’ve ripped out at least 
10,000 lines that went obsolete (for instance) when the 64K 
ROM support was torn out. So 35,000 is a more correct figure 
for what I actually wrote; with the other programs, it prob¬ 
ably totals to 50,000 lines, and that was just one product I’ve 
done over the years. (Spectre 128, which contains the essential 
core of Spectre GCR (GCR adds Mac disk access with a lot 
of software), was written in about three months.) 

I’d like to point out for clarification that what I wrote 
was human-readable source code, 50,000 lines, just like you 
sitting down at a type writer and writing lines in a letter. (At 
55 lines per page (average), that’s, errr, 909 pages. Gee, that 
doesn’t seem too much, except when I print it.) The computer 
then has a program called an “Assembler,” which takes that 
human-readable stuff, reads only the computer-relevant stuff 
(it skips the comments and such), and the Assembler writes a 
machine-language program, in l’s and 0’s, that the 68000 or 


(c) 1993 by David Small 

68030 (TT/Falcon) will follow. I wanted to make this clear; 
I’m not speaking of final machine language program length 
(the stuff you buy at a store is machine language code, made 
one way or another; it has to be to run on the ST), but rather 
line after line of human-readable text. 

Again, we’re talking about a whole bunch of data here, 
over the years. I mean, program source codes (and the pro¬ 
gram itself) are just data , like any other computer data. I want 
to get across to you that there is no fundamental difference 
between the way the computer stores the human-readable pro¬ 
gram in a file, the translation of that into computer-ready 
“machine language” program in another file, versus “data 
files,” such as word processor documents, spreadsheet data, 
or a filled database. Everything is just a file ...and it goes 
even deeper than that (I’ll explain in a bit). It’s all computer 
data, programs or “data files.” It’s the stuff that “expands to 
fill up whatever storage device you have.” grin — that law of 
computers has already been stated by someone else! But com¬ 
puter data is just l’s and 0’s, only 2 possible states. (Someday 
more work will be done on computers that use more than 2 
states to express everything). 

It’s easy for me to say that over the years, I’ve written at 
least 50 megabytes worth of computer source code, probably 
far more than that if I sat down and analyzed it more care¬ 
fully. Spectre GCR alone is 4 megabytes long in source code, 
and I’ve done many projects that were of that order-the L.E. 
system disk drive ROM in Z-80, the UDC Z-80 code (8 paral¬ 
leled Z-80’s keeping in sync, very difficult to keep them that 
way!), and just plain gallons of Cyber code to, err, access 
things I needed to access. (I don’t know what the statute of 
limitations is.) 

Large Amounts of Organized Data 

What I’m trying to get across to you is that if you use a 
database, oh, like Dave Troy with his DBman programming 
series, or a word processor, or a spreadsheet, or a desktop 
publishing program, you, too, are using (in the program’s ma¬ 
chine language instructions to the computer) and generating a 
large amount of data, just like I do. And it’s all just bytes to 
the computer (1 byte = 1 character), whether it’s a carefully 
done advertisement by Quark XPress , a memo in Word Per¬ 
fect, a projection via Microsoft Excel spreadsheet, or a big da¬ 
tabase with 50,000 names. We’re all dealing with a lot of data. 
Computers are able to handle more and more data all the 
time; the “average” hard disk now put into cheap PC’s is now 
transitioning from 170 mb to 330 mb. (One could hope Atari 
reads this in regards to Falcon.) 
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[“War Story”] (*grin*): Me, I added a second 170 meg 
Conner IDE drive to my 486-PC when my son Eric saved too 
many “gun camera” pictures from the PC game X-Wing, and 
filled up the hard disk. X-Wing is worth a long trip to go see; 
it’s among the finest games ever done. It’s from George Lucas’ 
(Star Wars) computer game division. 

In short, we’re all pretty much alike in that we’re all 
dealing with lots of data: that’s what computers do! They just 
shuffle numbers. It’s people who have given those numbers 
significance; for instance, we agreed on ASCII, the American 
Standard Code for Information Interchange, which says that 
an “A” is number 41, so if a computer “prints” a number 41, 
you see an “A” printed. Other numbers are used for graphics, 
sound, mouse control, keyboard input, and so forth. See my 
Current Notes column “Numbers” (February, 1989) for many 
wild uses numbers are put to-like your telephone conversation 
being sent as numbers. 

And this is where Small’s Second Law comes into effect. 
If you’ve dealt with a lot of data, as I have and many of you 
have, you probably know this intuitively by now, just from 
experience; if you haven’t dealt with a lot of data, you won’t 
yet have seen many occurrences of this. 

Small’s Second Law ^ 

“Computer data’s disorder always increases towards 
complete data loss. Trying to repair the data usually 
adds to the data loss.” 


What I’m saying is that, in some way, computer data al¬ 
ways tends to decay and get corrupted, until you are left with 
total randomness: e.g., your data is lost. I have seen this so 
many times in my 21 years with computers that I no longer be¬ 
lieve it to be “coincidence.” (As the old saying goes, “The 
first time, it’s coincidence; the second time, it might be; the 
third time, it’s definitely enemy action.”) 

This makes perfect sense for truly massive amounts of 
data. There are just plain defects in 99% perfect disk/tape me¬ 
dia, and a bit can “fall through” and get lost. Software doesn’t 
always detect that. When you reach trillions of bits of data, 
which is real fast, you’re really walking on thin ice. 

A perfect example is the work I did on Spectre 3.1 last 
night. I looked at the “main” file (which used to contain all of 
Spectre, until it got just wa too big, and was split into 
about 20 subfiles plus the main file). Anyway, the main file 
was 80K long. I thought, that’s impossible-it should be 400K 
long. I pulled the file into the text editor, and sure enough, the 
file stops in mid-sentence; most of the main file was gone, I 
know not how or when. I have to dig into backups now and 
try to find a valid one. It is an awesome problem: How do you 
know that your disks/files haven't gone bad? When you have 
10 hard disks across many machines, plus many Syquest 44 
meg cartridges, this is not a trivial problem. I literally no 
longer know even half of what I have Somewhere on disk. 

But saying it is not accidental. By creating a computer 
data structure, you are going against the grain of the universe 


(which is to run down). You’ve created a non-random, 
non-chaotic structure. That’s throwing down the gauntlet at 
the universe. 

Small’s Second Law is extremely similar to the Second 
Law of Thermodynamics, which says that “the entropy of the 
universe is always increasing to a maximum.” Thermodynam¬ 
ics is more-or-less about heat, and heat transfer. Entropy is 
more-or-less “chaos” or randomness; this law is saying that 
usejul energy in the universe is always dropping, as the uni¬ 
verse moves towards being all at one constant temperature 
(probably just a bit above absolute zero, something like -421 
degrees F). 

Let’s talk about this. First I’ll translate it into English, 
then give you why I feel this is so. 

In terms of thermodynamics, it’s pretty straightforward. 
Think of a candle or a wood log as potential heat and light. 
When you light them, they give off heat and light, until they 
are just ashes or smoke, and they end up the same tempera¬ 
ture as the room around them (and they are not giving off any 
more light.) 

The reason you light them is to give off heat and light. 
The reason they work, and are usejul, is that the area around 
them is darker, or is colder. In other words, there is a differ¬ 
ence in heat temperature and lightness between them; it’s the 
difference that counts. Whenever there are two regions that 
have a difference in heat, you can do usejul work with them, 
by transferring hot to cold (basically) and warming up the 
cold until the two areas are even. If the two regions don’t have 
a difference, you can’t do useful work, for there is no energy 
to transfer from the “hot” area to the “cold” area. Congratu¬ 
lations; I just saved you a college Physics course. 

Anyway, there is an ultimate end, when there are no 
more sources of heat, and everything is at the same tempera¬ 
ture. The “heat death” of the universe, when it all ends, 15+ 
billion years from now, is simply when everything has the 
same heat. There can be no useful work done because every¬ 
thing is balanced, and it takes an imbalance to get work out of 
the universe. This is the point where “entropy is maximum” 
(which defines “entropy” for you, doesn’t it?). Fortunately, 
we have people like Steve Hawking who predict that the Uni¬ 
verse is on a circular path that will eventually lead to another 
Big Bang, so we all get another turn at things. (This depends 
on your religion, really.) 

Hydro-Electric Dam 

Some people have a rough time understanding entropy 
and heat imbalance, so let me use another example to make it 
very clear, because understanding the Second Law (either) 
depends on this. Think of a hydro-electric dam. All this con¬ 
sists of is a dam, with water backed up behind it into a lake, 
just like Hoover Dam or Grand Coulee Dam. 

The water is often hundreds of feet deep in the lake. Be¬ 
yond the dam is the original river bed. Engineers run a (big) 
pipe from the lake’s top to a “turbine,” which is just a water¬ 
wheel that is spun by water rushing by, and have the water 
exit out the normal river bed downstream at impressive pres¬ 
sure. (Modern turbines actually don’t resemble a waterwheel, 
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but it helps get the idea across). Since this turbine is being 
spun by immense force, it can be connected to an electric gen¬ 
erator and spin it (generators need a great force to spin; they 
fight being spun because when you spin a generator, you get 
electricity coining out of it, and since you can’t “create” en- 
eigy (First Law of Thermodynamics), the electrical energy 
going out has to come from the water rushing by the turbine, 
turning it. 

Now imagine the difference if the lake is drawn down so 
far, let’s say by drought, that there’s just no more water; the 
lake is bone-dry and the river dried up; the “upstream” side 
of the dam is “at the height” of just the river bed, same as the 
“downstream” side. Now, you can’t spin a turbine with water 
flowing from a “high energy” (literally, high in feet) region to 
a “low energy” (literally, 0 feet relative to the dam.) No tur¬ 
bine spinning, no generator spinning, no water coming out of 
the dam. No electricity. All because there is no difference in 
the water heights. 

[Wfor Story:] If you go to Comdex in Las Vegas, or are 
ever in that region, please, please go for the tour of Hoover 
Dam. It’s a 20 minute drive from Las Vegas towards Ari¬ 
zona (in feet, the dam spans the border). One high point of 
the tour is to stand on top of the huge pipe that the water from 
the top of the lake is rushing through, on its way to the turbine 
it’s going to spin. It’s the first time I have ever felt what it 
must be like to be on a space ship taking off; there is a com¬ 
pletely awesome rumble that gets even into your bones. It’s 
the effect that sound special-effects people try for when the 
Enterprise is hitting Warp 9.5 ... but they don’t match Hoover 
Dam. I have never felt anything like that. The tours are run 
regularly and often, and are marvelous fun. Extremely recom¬ 
mended if you want to see what mere people Can Do if they 
want to, and have the courage to do, and a distinct lack of 
needing to file an EPA Environmental Impact Statement; that 
dam was built in the 1930’s, during the Great Depression ... 
and is a Wonder of the World, in my opinion. 

Power Reserve 

Here in Colorado, we use water as a massive energy stor¬ 
age battery! During the night, when people aren’t using much 
electricity in general, our power company pumps water from 
a very Low Lake something like 2,500 feet higher, to the 
“High Lake.” A lot of water gets pumped, using electricity, 
STORING DIFFERENCE, see? Then in the daytime, as the air 
conditioners or heaters (depending on the season) go on, and 
the power company needs more power, they let the water run 
down from the High Lake to the Low Lake, spinning a tur¬ 
bine/generator on the way, and send the power to Denver and 
the Front Range in general. The High Lake gradually drains, 
and runs out just about at the end of the day-and is pumped 
up again at night. 

People on the West Coast ought to be Real Familiar with 
this situation, what with the droughts they have had over the 
past years. 

I have to get across to you that only a difference in en- 
eigy matters, and can do useful work, before I can explain 
what it has to do with a computer. Let’s continue. 


Now an unburned candle represents potential energy, just 
as does a lake hundreds of feet high, only because it has more 
energy than the surroundings (downstream, hundreds of feet 
down). In the dam’s case, gravity supplies the difference’s en¬ 
ergy; scientists tend to call this difference “delta,” using a tri¬ 
angle as the symbol. (Thus, the height of the water in the lake 
would be Delta Water). 

Or with heat, you light the candle, it gives out (radiates) 
heat only because the region around it is colder, (delta Heat) 
The candle’s energy (or the log’s) ultimately goes into heating 
the immediate environment, and when they’ve burned out, 
there is no more light, and the candle/log’s remains are at the 
same temperature (“heat death”) in the room (the immediate 
environment). Sure, the fire heated the room up, but now eve- 
lything is at the same (higher) temperature. Entropy is at a 
maximum; no heat deltas around; no useful work can be done 
in terms of heat. (This is when you “throw another log on the 
fire, as the song says; when there are no more logs, you get a 
preview of the universe in 15+ billion years.) 

Negative Delta 

To prove this, throw the candle into a high-temperature 
furnace. Negative Delta! Now it is the candle’s turn to absorb 
heat and to melt down and generally die; it’s possible, but not 
definite, that the candle will contribute heat to the furnace. 

(No? For instance, a thermite reaction is at around 4000 
degrees F, and would just consider the candle an irritating in¬ 
terruption “in the way” of iron oxide (rust) and aluminum 
powders furiously and vigorously burning together, creating 
Al 2 O a plus two free iron atoms plus 203,000 calories of heat* 
(1 calorie heats 1 cc of water 1 degree C, so call it boiling (0 to 
100 degrees C is the same as 32 degrees F to 212 degrees F, 
water from just above freezing to boiling, for 2030 cc of wa¬ 
ter). That is a significant amount of energy, and it is a spec¬ 
tacular demonstration. 

Now let me scare you and quit talking Thermodynam¬ 
ics ... as long as you understand that there is a long-proven 
Second Law of Thermodynamics that just might apply to 
computers, too. 

As you’ll recall, Small’s Second Law states: “Computer 
data’s disorder always increases towards complete data loss. 
Trying to repair the data usually adds to the data loss.” 

I’d like you to think of a perfect ST hard disk. The parti¬ 
tion map and twin FAT tables are in perfect order; the files on 
the disk are all on consecutive sectors (e.g., the disk has been 
“packed” by a disk repair program), each sector has no data 
errors; everything is readable, and each file contains exactly 
the data it should have. 

(I’m not sure I have ever seen one of these. It didn’t hit 
me until I had seen this so many times that it might be The 
Way Things Are Supposed To Be.) 

Think of your data on that hard disk. It is very much, by 
analogy, like Hoover Dam filled to the very top. In Hoover 
Dam’s terms, the water potential (delta) is maximum and 


* The total thermite reaction reads like this: 

2A1 + Fe 2 0 3 —► A1 2 0 } + 2Fe + 203,000 calories 
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VERY powerful; if any more water comes in, it will go into 
the spillovers. 

IF the Second law of Thermodynamics applies to this 
Perfect Hard Disk, what you have is a very unstable situation. 
You have a “high energy,” (organized) disk drive in a “low en¬ 
ergy” (disorganized) environment. Just as the Hoover Dam 
engineers know that at maximum height, the dam is under 
maximum stress-that water is trying very hard to equalize the 
difference, by breaking the dam if necessary, as it has done 
many dams-your hard disk is organized data t and under 
stress of breaking. 

No? 

The natural state of the universe, and data, is disorgan¬ 
ized, maximum entropy. Sort of like an unformatted disk with 
random data. (I mean, it’s only the natural state of the uni¬ 
verse). And that Perfect hard disk is at Zero Entropy, which 
the Second Law of Thermodynamics says the universe Just 
Hates. It wants that data disorganized and random ... instead 
of “heat death,” “data death.” 

And as you begin to access the Perfect Hard Disk, it’s go¬ 
ing to do its damndest to “seek the lowest level” and equalize 
the difference; e.g., crash. 

Empirically, from observation, I have seen this many, 
many times, so I’m going to lay it down as a law. 

The analogy is comparing perfection in data organization 
to a high energy point. This is not without precedent (and a 
good one). The Third Law of Thermodynamics does this. It 
special-cases crystalline structures (e.g., organized molecules, 
such as diamonds or other carbon matrix structures) for the 
Second Law; the universe doesn’t like perfect crystalline 
structures; it would prefer them to be disordered, not inter¬ 
linked in a complex, perfect matrix. For example, if you take 
a crystalline form and heat it to melting into a puddle, you’ve 
increased that substance’s entropy. The universe is all for in¬ 
creasing entropy (which is a scientific way of saying, “Life’s a 
bitch, then you die, and Mother Nature Approves.”) So I see 
no reason, particularly with the wild but true things happen¬ 
ing in Quantum Physics, to avoid telling you that the universe 
hates organized data. The bigger the data, and the more or¬ 
ganized, the better. What’s the difference between organized 
data and a structured, latticed crystal? 

Begin thinking of that Perfect Hard Disk as a high energy 
source surrounded by low energy levels, trying to drag it 
down ... and you have disk crashes, both software and hard¬ 
ware. 

To illustrate, let me tell you a war story. I violated the 
Second Law, and paid dearly for it. 

War Story 

Awhile ago, I decided that all the versions of my main 
program and its subroutines (in their separate files) were just 
getting out of hand. The clock feature of the ST wasn’t work¬ 
ing that well for me (it took awhile to find out why), and I of¬ 
ten could not tell without looking into the file which of a 
given set of files for one subroutine was the right one, the lat¬ 
est one! So I decided to set up the Perfect Version Hard Disk, 
wherein I would put every file where it belonged, with com¬ 


ments. So I got a new, but broken-in, hard disk, well past the 
“infant mortality” stage, and created areas on it. On went 
folders “1.51,” “1.75,” “1.9F,” “2.3K,” “2.65,” “2.65C,” “3.0,” 
“3.1Dev,” those being every known version of Spectre. (I also 
created others that only Beta Testers saw; where do you think 
those revision numbers came from? Lots of testing and bug 
fixing.) 

And for days on end I looked through floppies and 
Syquests and grabbed files, checked them, and put them in 
their place. It really was a bitch of a job; I expended a lot of 
energy and a lot of Diet Pepsi. 

[Think about this. This is just like the power company 
pumping water up the hill at night, creating an energy differ¬ 
ence. I had created an anti-entropy, thus anti-universe, condi¬ 
tion by oiganizing so much data]. 

Within each folder, I cross-checked by actually creating 
Spectre with what was in the Folder, and then comparing it 
with the real, live, production Master Disks, which Sandy has 
been smart enough to keep for every version of Spectre. (She 
is quite testy about me not returning them “promptly,” after I 
copy them, too! Oh, well... if she wasn’t, she wouldn’t have a 
collection, and neither would I.) 

Each folder, in turn, got a documentation file, named 
ZZDAVE or READ.ME or something else wildly creative, 
which talked about what I knew of that folder. 

Naturally, I ended up with a number of files that were 
in-between versions. For example, Spectre 3.0 had 19 Beta re¬ 
leases (the last one a real hair-raising one; Pagemaker sud¬ 
denly broke and we had to fix it with just hours of time in one 
day.) There were 19 versions of Spectre 3.0 on various hard 
disks, floppy backups, and whatnot. What to do? I decided 
that since this was the Definitive History Of Spectre, I would 
include them, against the possibility that some program would 
run with one version, but not with another Beta version. (This 
happened a lot and we generally fixed things, but sometimes 
we broke them, like Pagemaker in Beta-18). It took a lot of 
space, but I did it. 

I also ended up with a number of “miscellaneous files,” 
like the keyboard layout of a Mac Plus and what keycodes it 
returned. Those went into carefully descriptive folders. 

Then, I put on a fail-safe checker for each file. I ARC’d 
them up, and made a listing. ARC compresses the files, but 
more importantly, calculates their “CRC,” or Cyclic Redun¬ 
dancy Check. This is a way of making a number that corre¬ 
sponds directly to the exact status of the data of the file 
(switching two characters really changes the number in a big 
way!). The idea is, if the CRC stays the same, the file stays 
the same. CRC’s are not perfect, but they rate in the 98% 
class of perfect. Twin CRC’s, using different methods, raise 
that higher. This was my “future check”-I could always come 
back and verify that every file in every folder was still good. 

[ Okay, I have now “filled the dam to the top.” Every¬ 
thing is shaky now as far as Small’s Law. I have maximum 
data organization. I have defied chaos (which is essentially a 
part of entropy; chaotic movement at the atomic level results 
in no movement at our level) by bringing everything into per¬ 
fect organization, then running a huge batch file which 
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re-checked the CRC of every one of some 1,500 files on disk. 
(NOTE: 1,500 files on disk is no big deal anymore. I have that 
many on this “obsolete” laptop I write on! ... plus two books 
in-progress...] 

Then I printed out the comments from each folder, and 
congratulated myself. I now knew where everything was, 
precisely, at that second. 

I violated the Second (and Third, special case) Thermo¬ 
dynamics laws as I’ve applied them to computers, which say 
the natural way of the universe is to run down. I had expended 
energy and made an organizational high energy point. As with 
crystalline structures, the universe does not like order. 

I had made a serious mistake. Think of a sand castle 50 
feet high. That’s what I made . The quite natural forces against 
organized data, probably through quantum mechanics, then 
spun a space/time history for me that would bring things back 
into balance-scatter that sand castle onto the breach. (Good 
heavens ... If I had not observed the disaster, would it have 
happened? That’s a haunting question.) 

Well, I had two laws working against me. The universe 
tends towards chaos. Bam. And the universe really hates or¬ 
der, such as is found in crystalline structures; it prefers them 
to be melted down to disorder, or better, boiled to gas, maxi¬ 
mum disorder. Double Bam . 

I powered down the system to add a tape drive to back 
the whole thing up, about a month of work. I powered up. 
The drive did not respond to powerup. 

I broke out in a cold sweat. 

Over the next week, I tried everything to bring back that 
drive. I replaced its circuit board, power supply, spun it by 
hand, whacked it for stiction, everything. It was DEAD. I had 
no backups. 

Sure, you think, I static zapped it, or the SCSI cable 
broke, or the power supply picked that moment to zap the 
drive. Yeah, right. I no longer can bring myself to believe it. / 
have seen too much. 

The universe had struck: suddenly, this high point of or¬ 
ganization had been brought down. Probably somewhere 
atom fans were doing “The Quantum Wave,” and cheering. 

Since this incident, I have made it policy to never make a 
substantial effort to really bring organization to my hard 
disk. Oh, I sorta keep track of things-but I do not want to 
raise my organizational level too high, to where Something 
Out There will want to reduce it to total randomness (like a 
zapped hard disk). 

What I do is keep at least one partition of total disorgani¬ 
zation on the hard disk. I know, I know. It sounds kooky. It 
works, too. 

My drive failure rate is at an all-time low. One drive even 
recovered (a Syquest with a spindle problem), helping me 
get hours and hours worth of downloaded data off it, before it 
finally died, not five minutes after the final offload. Spooky. 

The implications of all this rather frighten me. I’ve seen 
it all the time. Simply, concentrations of data suffer failures! 
Part of it is that we are simply pushing technology too for; a 
98% success rate means someone gets the shaft. Atari is not 
known for 100% tested and good machines; that’s reflected in 


the affordable price. But, I have had files go bad for no reason 
on the 486 box I have, also, and the Macintosh ... sheeesh, 
we keep an Installer set by each one, because we are always 
reloading System and Finder. 

Visible Storage 

My only hope is the worm drive. And yet, sooner or 
later that drive, or the SCSI interface, or the AT&T, will foil; 
they are at the 10-year lifetime limit, where your printed cir¬ 
cuit board starts cracking from too many heat-ups and 
cool-downs, which expand and contract the traces. I think if it 
became necessary, something irreplaceable would go down, 
cutting off my access to the worm drive. 

It makes me actually consider visible media, like punch 
cards or literally paper tape. Stuff on disk is subject to quan¬ 
tum effects in the controlling board and on the disk. A hole in 
a paper tape is not. The high speed readers are attractively 
fast, and the equipment is ultra-surplus-cheap. 

Another possibility is to not build such high, towering 
concentrations of data, which are just begging for a thunder¬ 
bolt from the sky. Take the lower tech approach. Sure, use a 
hard disk, but use only limited organization, nothing like my 
fanatical approach. Keep a significant amount of your disk 
chaotic, all sorts of new downloads to check out, to deliber¬ 
ately forget about and lose, and you will decrease your organi¬ 
zational/energy potential. You won’t become a crystalline en¬ 
tity the universe wants to melt down. 

I’d like you also to consider that almost certainly, if you 
have 20 meg or higher, there is at least one file out there that 
is damaged. It doesn’t matter why. Can you find it? That’s 
what I thought. 

(Least you think this is all stupid, let me point out that 
Mac ads for disk utilities report that about 50% of all mac 
shave directory damage. Macs do not use a simple directory; 
they use a B* tree, which can get trashed. If you get Spectre, 
get Norton Utilities , and do an Apple reformat of the Spectre 
partitions so Norton works. You’ll need it.) 

I came across the damage in my PC when, heaven help 
me, finding articles for French reprints (everything I write in 
CN is translated to French and reprinted. They told me about 
it, oh, a year after they started.) In the middle of one article I 
was reading, WHAMMO, there was machine language gar¬ 
bage from Something Else written on top. The original of the 
article was blotto. (I think the only place I could get a copy 
was from Joe Waters, our fearless Editor, or his More Fear¬ 
less Editorette, Joyce.) 

So there you have it. I believe that the Universe will fol¬ 
low its natural inclination to increase randomness, and to blur 
out high-eneigy or high-oiganizational points, and you can 
trigger it with a computer. (The business with Quantum Phys¬ 
ics requiring observation is the key, I would bet.) 

We’re low on space this time, so we’ll consider more 
laws another time. 

And, yes, I’m perfectly serious about these laws. “Going 
with the flow” has been the only thing that allowed me to get 
stuff done! 

- thanks, Dave Small 


Page 72 


Current Notes 


Vol. 13, No. 10 


CN CARTRIDGE NO. 8 
#783-#852 
K March—December 1993 

#783-Star Trek: The KLingon War 
#785-TUzzle, Space War, Centipede, PunkMan 
#786-Evader, Mystic, Psycho Worlds, Vegas BJ 
#787-K & R "C" Compiler 
#788-DMJ-Soft’s Sound Lab 
#789-Paula .MOD player 
#790-Calligrapher 3 DEmo 

#792-Utility #22: 7-Up, IMG Viewer, JC Calendar, JC La¬ 
bel, JC View, Morse Code Generator, PhotoChrome 
V3, Smooth Draw, CyRel Serial Mouse Manager, TLC 
Address Book V3, 

#795-Gag Programs: Black Hole, DJango, Magic, Physical, 
Snow, Trashy 

#796-Naarjek III, Club Dominoes 51 ', Insect A, Galaxians. 
#798-Tblecom #7: Thieves’ Guild, Assassin 1.51, Joute 
#799-Utility #23: Applier, Auto CPU, Auto File Mover, 

Bak_Del2, Blitz 1.45, Breakup, Bermuda Clock 1.1, 
Master Cache 275, CWAC 203, DL II, Hard Disk 
Drive Check Utility, Fatcache, BhtSpeed, Find File, 
File Catalog 1.2, Integrity, LHX, Serial Fix 2.0, Sortie 
1.2, STZIP 2.1, TLC Formatter 3. 

#801-PAD Art Program (M) 

#803-GemEast GEM Programming Libraries 
#804r-Education #3: Solutions*, Hooked on Math, Esteem 
Pilot*, QuizPlus 2.1 

#805-Warp 9 Utilities: FlyShip 13, Fortune 12, Puzzle, Py- 
rotech, Roll_em, Swarm, Tfen4Nine, Moving Pictures, 
CherryH2, V3.74 Patch, V3.75 Patch, Mandala. 
#806-Barnyard, Dark Pearl, Invaders, Lucky Guess, Hang¬ 
man 2.01. 

#807-Thlking Jumble, Alphabet Monkey, Super Jumble.(M) 
#808-Search & Find, Talking Mumbo Jumble. 
#809-GemView 2.23 
#810-Planetarium (M) 

#811-Agitation w/16 Puzzles. 

#812-Octalyser (STfe) Music Editor 
#813-That’s Write 2.0*, MultiWriter*, Master Browse*. 
#814-Marcel*, Mini Ledger*, EmailMan*, Mailing Manager 
ST* 

#815-Papyrus Word Processor* 

#816-Legends of Valour*, Cudlee’s Quest* 

#817-Outline Art 3.0*, Thie Paint* 

#818-Eliemouse CC Bk 7.0*, No Second Prize*, ProFlight 
Simulator*. 

#819-Cyberdrome -The Hoverjet Simulator* 

#820-Utility #24: EdHak V2.36 Patch, Tbmpus Patch, Ex- 
pand-O-Matic 1.5, Gogo ST 5.0, JonDOS (CLI) VI, 
Maxi*Kill, LZH/ARC Shell, MegaDepack 2.10, MIDI 
Net, Moire-type screensaver, Nosey II, Mark Williams 
reset-proof RAMdisk, ReNamelt Disk Editor, SLM 
Laser Printer GDOS Driver, Super Boot 8.0, Syquest 
Backup, TimeDrvr Corner Clock, PicSwitch 1.0.1. 
#821-German to English Translation Program V2.1 
#823-Acc 24,000 word Ger/Eng translation dictionary. 
#824-Rractal Generating Programs 


#825-Robo Bob rhythm editor, Paula 2.2A, PT Play 1.2, MI¬ 
DI Music Maker. 

#826-Canvas, the Artist’s Dream! vl.7c and Pixel Grabber*. 
#827-Box Car, Tizzle 3.0, Breakout, Kubris 
#828-Polar Ice, Cybernetix. 

#829-Tblecom #8: Air Warrior 2.0e, Aladdin 1.4, Aladdin 
Show 0.2, Aladdin Browse, GEnie’s Assistant, Aladd¬ 
in’s Magic Browser, Aladdin Script Manual, Al¬ 
addin 1.6, ST Aladdin Script Tutorial, QuickCIS 1.71. 
#830-Buttonz Awari!* 

#831-Bugs, Dropix*, Rrogger, Kaboom, Learn My Numbers, 
Yahtzee. 

#832-Angband Role-Playing Game 
#833-Pyscho Pig II, Utopos 

#834-Utility #25: ASM_CPX, CPX Basic, GEM Bench 3.1, 
LHA 2.10, LHARC 2.21, STZip 2.3, Trash CPX, WIN- 
NI. Xcontrol Panel 1.31 

#835-AtariWorks #1: Convert 1st Word Plus to RTF, 2 Col¬ 
umns, GEnie Messages, Avery Audio Labels, Avery 
Video Tape Labels, Business Card Tbmplate, Atari 
Works Check Register, Daily Scheduler and TbDo Da¬ 
tabase, Recipe Book Database, AW 3" & 9" rulers, 
VCR database, Convert Data Manager to AtariWorks, 
IAAD Directory Database. 

#836-Ray start* 

#837-Prism Paint II* 

#838-Magic Spell, EdHak 3.0*, Atari Glossary 
#839-Mega-Check 2.04, EZDesk*, The Grocery Lister 3.1, 
MIDI Spy* 

#840-Before Dawn, Background Music Player, Boot Sound 
Player, LittleNet, Clock 

#841-Editors/Viewers: Edith, EverST, Mountain View 1.0, 
TCLI (command line interpreter) 

#842-Utility #26: Auspck 15, Auto Raise, BJ Envelope 

Printer, DC Sea 2.2, DC Xtract Plus 2.2b, Elf Back 2, 
FileCat 1.4, GEM Bench 3.25, High Speed Modem Fix 
1.4, Rename LHA Archives, STOS Fix 2.1, TOS Exit. 
#843-Tbradesk at TUxedo Junction. TeraDesk plus many 
critical utilities. 

#844r-NetHack 3.13 
#845-IdeaList Printer Utility 3.30 
#846-Space Invaders, Painter, Prensorium, Jitter Bugs. 
#847-Utility #27: WINX21, LHARC 2.30, Modem Test 1.02, 
Pro-Ed l.Of, Volume Utility, Revenge Doucment Dis- 
player 3.0, ST Talking Clock, Uneekit. 

#848-#852: see descriptions under new disks for December. 

* Demo programs. 


Ml of these programs are available on a single 
Syquest 44MB Cartridge for $120+$3 S&H. 
Individual disks may be ordered for $4 each (10/$35). 
Order from: 

CN Library, 122 N Johnson Rd, Sterling, VA 20164. 
Call (703) 450-4761 and use your MC/VISA to order. 
FAX: 703-430-2618 

'ZOMVAIf. SAAB! 

Purchase any 3 CN library disks and get the 

4 th di s k F RE E? 

Offer good until January 31, 1994. 
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_ _ by G. Richard Yamagata 

l 1 OR ALL YOUR compression NEEDS 


[Since this review/tutorial was written, 
ST ZIP 2.3 has been released. It fixes 
some bugs found in V2.2. The screens are 
the same as those shown here and the 
compression efficiency is the same as that 
shown for V2.2. STZIP V2.3 is available 
on CN Library Disk No. 834. -JW] 


1 Info 1 


*List : * ,*_j: 

[88 j^DEFIIIILT.ZIP'5 l 'S<l 


8 ST—ZIP—2 ■ 1 

README _ .. 

The History of Compression If STZIP !doc joelete [ Qornat ) ^?p E CFG I 

Compression of programs has long ^ZIP^.PRG !||S'ZipicreateDiril! STZIP iooc || 

been popular m the world of computer l| ZIP2T0S .prg " }. n „,;. HHATSNEH ,PR6 il 

telecommunications. Although modems ZIPJR ,TTP 01 ? onf1fl J . ZIP2T0S .PRG « 

have become faster, growing from the »!;! IIIIIIII.'III plode v R ? ^ 11 :;! • ZIPJR j TTP §■ 

days of 300 characters per second (cpi) H --— --II 

to 14,400 today, computer programs and --— —1111^l^jRecurse t subd 1 rs IIIIIIII!Ill __!■ 

files have become larger. Compression of I L t ,,, — 

the files to smaller packages, like 116K f * ZB4g?B l Sekct 1 J MwtH— 

for the STZIP21.ZIP file that was 261K R9UW Shown ls the Main Window Menu of STZIR Exce P» for the displayed 
uncompressed, is needed to keep connect Versi ° n numb 1 er ' the wind ° w is the same for V2.1, V2.2, and V2.3. All selec¬ 
ting short and, consequently, long dis- tlons are made b V usin 9 the mouse. File names can be entered by hand. 
tance phone charges down and fees for 

using premium services like CompuServe at a mini- the SLM driver ARC file that contained all you 
mum ’ needed to setup and configure your system to use the 


Extract files 
Conpress files< 






j Delete 
[check Zip 
I Quit 


Fornat j ; 
CreateDirl: 


■ ST.ZIP.2.1 

■ TEST 
README 
STZIP .CFG 
STZIP .DOC 
STZIP .PRG 
MHATSNEM 
ZIP2T0S .PRG 
ZIPJR .TTP 


I ! ZIPJR !ttp 1 Quit | confi, fe e ™ iPR6 I 

-—- . lAdd wode i Homal I ZIPJR .TTP ■ 

| =:= felipt Off | - || 

:S: 0verwr i te files --- » 

-=- siiiiS^ecurse subdirs --- _£■ 

U--- W ‘ Total 0 bptes o ■ 

^. Size \ mm Select \ P -_-Select t B t tnm U 

Rgure 1. Shown is the Main Window Menu of STZIR Except for the displayed 
version number, the window is the same for V2.1, V2.2, and V2.3. All selec¬ 
tions are made by using the mouse. File names can be entered by hand. 


In the stone age of ST computing, the first pro¬ 
gram and file format that was widely used was some¬ 
thing called SQUEEZE.PRG. Tb uncompress a file, 
you used the aptly named UNSQUEEZE.PRG. This 
was extensively used by the early ST magazines to 
give their readers more programs than normally al¬ 
lowed on the early 320K, single-sided disks used in 
those by-gone days of the ST computing. 

ARC.TPP replaced this system of programs. ARC 
not only compressed and uncompressed your files, it 
gave you a full complement of tools and commands 
which allowed you to compress a group of files to¬ 
gether. Whole application packages with resource 
files, data files and accessory files could be com¬ 
pressed into a single file. An early example of this is 


SLM 804 printer. This contained the program that 
went into the AUTO folder, accessory programs and 
some fonts. 

ARC was replaced by LZH.TTP as the method of 
choice for file compression. LZH not only placed at 
your disposal a battery of tools for compressing files, 
it was more efficient in its compression. LZH is now 
being supplanted by STZIP.TTP for reasons that will 
become apparent as the features of STZIP are enu¬ 
merated and explained. 

Actually, STZIP is a misnomer. This ZIP program 
runs on any of the ST computers (TOS 1 to 1.6) and 
will uncompress the ZIP files, compressed with 
PKZIPv.2.04, present on any bulletin board service 
that supports IBM and PC clones. Since TOS 1.4 sup- 


Table 1. Shown are the sizes of files that have been compressed using ARC, LZH and ZIP. This compari¬ 
son gives an idea of the efficiency of these compression programs for a picture file (PI3), a program file 
(PRG) and a text file (TXT). All values given are in bytes. The version number tested is indicated. 


ants ran 
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SHELL, you have spent over $30. STZIP 
is postcardware. All the author, Vincent 
Pomey asks, is that the users of STZIP 
send a nice postcard to his address in 
France. 

Nuts and Bolts 

Version 2.1 comes as a self-extract¬ 
ing ZIP file. After double clicking on 
STZIP_21.TOS, it uncompresses itself 
and you will soon have six files: 
README, STZIP.DOC, STZIP.PRG, 
STZIP.CFG, WHATSNEW and 
ZIP2TOS.PRG. Version 2.2 is supplied as 
a ZIP file that contains the same files 
named for 2.1, plus a file called 
ZIPJR.TTP. If you print out the docs, you 
have 15 pages of reading. 

Using the STZIP program could not 
be easier. It is intuitive and the docs may 
ports the IBM 720K format, STZIP is the perfect com- be superfluous for experienced users of ARCSHELL. 
pression program for you on your ST system if it has Double click the program and it first asks you for the 
IBM emulation capabilities (i.e. Supercharger, PC name of the ZIP file you wish to work upon. If you 
Ditto, etc.). have an improved item selector, such as the one of 

STZIP will also uncompress files that have been TOS 1.4 or Universal Item Selector , you can select a 
processed by the Unix system’s Info-ZIP programs, pre-existing ZIP with a click of the mouse. If you are 
This gets a little muddy for neophyte users operating creating a ZIP file, you type in the file name, i.e. 
in either TOS or UNIX. STZIP commands and string ABC.ZIP. If you are a TOS 1.2 or earlier user with 
functions are identical to those of PKZIP for MS-DOS more than one drive, you will have to type in the path 
systems. UNIX has its own way of doing things and file on the directory line. This is no different than for 
may give some ST users a panic attack. any other file selection. 

Once the ZIP file has been designated, you enter 
The Acid Tfest into STZIP proper. The screen is shown in Figure 1. 

Table 1 directly compares the compression effi- The ZIP file name that I chose is DEFAULT.ZIP and 
ciency of ARC, LZH and STZIP. ZIPv2.2, clearly has is shown at the top of the left-hand file selector menu, 
the best compression, making the smallest files. The I have chosen drive A for the right-hand menu. STZIP 
LZH system and ZIPv2.1 are competitive 
with ZIPv2.2. If you are using a 14,400 
baud modem, you will not notice the 
0.09% more efficiency of v2.2 versus 2.1. 

If you are using a 1200 baud modem, 
this can mean minutes more time on-line 
for large files. 

The areas where the LZH system 
lags far behind is in ease of use and cost. 

ZIP has an extremely user friendly GEM 
interface and can be operated entirely by 
using the mouse. The LZH system, sup¬ 
plied as LHARC602.TTP, uses a com¬ 
mand line system, where you have to 
have the commands memorized or writ¬ 
ten out for reference for typing in the 
commands. The ARCSHELL program 
makes LZH and ARC more user friendly, 
but by the time you have sent in the 
shareware fees for LHARC and ARC- 




Rgure 2. Shown is the window accessed by clicking on the the left-hand 
menu bar. In this case, the file name, DEFAULT.ZIP, occupies the menu bar. 
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ISelect the addition node 


Rii fnes ere added 

I Freshen | ftdd if the file is ewer the# the e#e i# sip 
I Update [ Odd if the file is #ewer or isnet i# the sip 


Also, add only if the file is neHer than 

(no date disable this function) 


nn/dd/yy 


QO 


I MiiQsOverMrite files --— 

--— : :|x! : yRecurse subdirs --— 

::Ur -. : <y byte$ : • ::4_ lOE 

<z&ZBdte ZP4Pgg ::: : Sel ect : t^ B^ m egstm 

Hgure 4. The addition mode window, obtained by clicking the Add mode 
window. This option allows quick updating of the files in your ZIP file to the 
newest version or update. 


has an improved file selection interface. Yiu can 
choose any drive or partition that is active in your sys¬ 
tem. Since I have a hard drive with partitions C-F, 
those are shown. Floppy users will be given only two 
choices, A and B. 

lb compress a file, just click on the files you want 
Zipped in the right-hand menu, highlighting them, 
and click on the Compress files box with the arrows 
showing file movement from right to left. You can can¬ 
cel any operation at any time by hitting the [ESC] key. 
If you want to insert a comment that will flash on the 
screen whenever the ZIP file is uncompressed, just 
click on the menu bar containing the file name, 
which, in this case, is DEFAULT.ZIP. A window will 
open that will let you type in your comment. This fea¬ 
ture will only function in version 2.1. 

This same option displays the status of I TVs ~ 

the compression, in terms of the size of *1 . 

the compressed and uncompressed file or i— 

folder and the number of files present in 

the ZIP file for v2.1 and v2.2. Li ■ 

Extract is the intuitive reverse of H l 

Compress. You click on the files you g f 

want uncompressed in the left-hand L 

menu, choose the file directory you want 
these to go to on the right and click the 
Extract files box with the arrows going 
left to right. 

If you do not have an empty disk to 
place the uncompressed files on, you can 
click on the Format box and a nifty for¬ 
matter comes up that is user config- - ' i: y, 

urable. You can make the disk access 
fast by skewing the format or you can ^9 ure f" ^ ov 
format for high capacity with up to 83 ^y clicking 


f tracks (if your drive is capable) and 10 

..'' ""i"' 1 sectors per track. You can experiment for 

1 the fastest and most efficient format set¬ 

tings for your floppy drives. 

[ Evp*# If you want the files to go to a par- 

—i • ticular folder, the CreateDir box allows 
you to create a folder. If you need to de¬ 
lete a folder or the ZIP is creating a con¬ 
flicting folder name (you cannot have two 
folders with the exact same name), just 
use the Delete function to delete it. This 
can also be used to delete files. 

=J What makes STZIP superior » 

...li: LHARC is the ability to embed com- 

- -1 ments into the ZIP file and the ability to 

make the files not only self-extracting, 
id mode but abIe to extract out to the folders that 
IP file to the the person who compressed them wanted 
them to go to. No more having to read 

_ the docs to insure you have the proper 

files in the proper folders to get that un¬ 
compiled STOS program to work. An example of this 
is that the DEFAULT.ZIP file has the folder 
ST_ZIP_2.1 compressed and will uncompress that 
folder with all six of the files of vl.2. If you wish to 
turn off this feature when extracting files, click and 
x-out the Recurse subdirs box at the bottom of the 
STZIP window. The extracted files will be written to 
the selected directory and no folders will be created. 

The Check Zip option will go through the extrac¬ 
tion algorithm and tell the user if the ZIP file will 
correctly uncompress to usable files. The Config op¬ 
tion allows the user to select the criteria by which the 
files are ordered in the displays for the ZIP file and 
the drive or partition. You can select which of the four 
algorithms available you will use for compression. You 


Sort ZIP by 


Date 

Size 

Extension 
No sort 


Sort disk by 


Date 

Size 

Extension 
IT" No sort 1 

Deflate Level 
Fast I Medium ■;£ 


| Algorithm | 

| | Store 

□ Shrink 
,—. (faster) 

|_| Implode 

(compatib.) 
| 1 Deflate 
(better) 


Move file (delete original files after compression) 
Set zip file date to latest file date included 
Display free disk space also on TOS < 1,4 
Do not query for deletes (zip and disk) 

Extract FFF.ZIP in subdirectory FFF 

_ 1 k OK j I Save I I Cancel I 


Figure 5. Shown is the configuration option window of STZIP, accessible 
by clicking the Config box from the main menu. 
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can set the program to delete all files as they are 
added to the ZIP file or to query for the deletes. Other 
options are listed, but have little utilitarian use. 

The Add mode selection can switch STZIP from 
compressing to adding all files selected to the ZIP file 
or to “freshen” or “update” them. FYeshen adds the file 
if it has a date newer than the one in the ZIP file. Up¬ 
date will add the file if the file is newer or is not in 
the ZIP file. The selection date criteria for these two 
actions is set by the user. 

An interesting feature is the ability to encrypt a 
ZIP file. When the user compresses to a ZIP file, he 
can designate a password. If the password is not input 
into the STZIP program when the ZIP file is uncom¬ 
pressed, the extraction is aborted. This is an excellent 
method of ensuring the privacy of files when using 
public bulletin board services. 

The most useful feature of the STZIP system for 
the PD uploader is the ability to create self-extracting 
files. The ZIP2TOS.PRG will ask for the user to select 
a ZIP file to make into a self-extracting TOS file. This 
means the end user does not have to have a copy of 


STZIP to uncompress the files. You just copy the file 
to an empty disk or partition, double click on it and it 
extracts out to all the folders and files that were 
placed into the TOS file by ZIP2TOS.PRG. 

Of the two, version v2.1 is my favorite, because of 
the functional comment option. V2.2 has fixes for 
bugs that are experienced by users of v2.1 in medium 
resolution. V2.2 also has a feature where you can se¬ 
lect individual compressed files in the ZIP file for out¬ 
put to a printer. If you regularly use a monochrome 
monitor, you will be just as happy using v2.1 instead 
of v2.2. 

All told, STZIP is superior to LHARC and ARC 
and I recommend using it for all your compression 
needs, especially if the person you are sending the file 
to has trouble working ARC.TPP, LHARC.TPP and/or 
Arcshell. 

Remember to please support your local Atari 
dealer, your local user group and publications, like 
Current Notes . Without support, these resources will 
soon be gone. 


Need an idea for a good Christmas gift 1 ? Why not give the gift that keeps on giving? 
Give your Atari friendfs) a Gift Subscription to Current Notes! Or, just give CN a 
Christmas gift by telling all of your friends to subscribe! 


THE ELECTRONIC CLINIC 


ATARI 8-BIT Software 
Many Titles in Stock 
BEST Prices in Town. 

BUY, SELL, TRADE Used ATARI 
Hardware and Peripherals 
AUTHORIZED SALES ON All 
Atari 8 & 16-Bit Products 
We also sell PC compatibles. 

Prices start at S500. 
AUTHORIZED SERVICE ON 
All Atari Products 
Also other computer products. 

Since 1969 
4916 Del-Ray Ave. 
Bethesda, MD 20814 

(301) 656-7983 s 

8 


For Canadians Only, eh! 

Every day, there are fewer and fewer places to buy Atari 
computer software and peripherals. However, after five 
years of enduring the trials and tribulations of selling in the 
Atari world, Click Here Computers is still hanging in 
delivering to die-hard Canadian Atari users from Victoria, 
British Columbia to St John’s, Newfoundland. 

CHC keeps its costs down by maintaining an absolutely 
minimum inventory (if we don’t sell something we have 
to pass the cost on to someone, don’t we). Every few 
days, as orders have accumulated, we contact our 
suppliers and order in. By blocking orders, we reduce 
the overheads and pass the savings on to the customer. 

To place an order: 

- mail or FAX a list of the items that you would like to buy 

- include a voice or FAX number where we can reach you 

- we’ll quote the costs and specify the delivery time 

- if you like what we’ve quoted, FAX us an order that 
includes your name, mailing address and MasterCard 
number (with expiry date). 

- we’ll ship your order and send you $2.00 to cover the 
cost of your phone calls or stamps! 

How good are CHC prices! How about a SCSI external 
127 meg hard drive (Quantum ELS 127 mechanism) for 
SCDN415 ($US310). STraightFAX 2 for $CDN99 ($US74) 

CHC’s FAX number is (613) 584-4767. Our mailing 
address is Box 1966, Deep River, Ontario, KOJ IPO 
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MONOCHROME GAME DISKS 
#139: Atari Trek ; Battleship ; Krabat Chess 
Game; Maze Maker; Colossal Cave text 
adv; Pool Game; PuzzlePuzzle; Window Ball 
#213: Megaroids; Runner; Space War; 
Squixx; Adventure Writing System ; Daleks; 
Krabat V2; Stocks and Bonds V2; Breakout 
Acc; Elim; Reversi 

#269: Cribbage; Draw Poker; Mega Maze 
VI. 1; Anduril; Ballerburg; Diamond Miner; 
Space Invaders; The Snafu Principle ; Mono¬ 
chrome Emulator Prg 

#391: Super Breakout; Pentimo; MacPan VI 
#438: Tetris; Draw Poker, V2.5; Drachen; 
Sokoban; MiniGolf; Play-by-Modem Chess; 
Gilgalad Adventure; Gncipher 
#543: MID 1-Maze II, VI.5; Alfreds Kisten- 
lager Schiebereien; Dreissig; 

#592: Online Backgammon; Bloecke; Criss- 
Cross; Renaissance (DAME); GoBang; Poker 
Squared; Pong; Super Breakout 
#623: Catchme; Frustration!,* Manipulator; 
Paigow; Schiebst; Wunder 
#720: Search Me; dbWRITER, VI.5; ABC 
Jumble; Jumble V2; ZeST Keno; Mono GIF 
Viewer; Benchmark Systems demo; Mumbo 
Jumbo 

#807: Talking Jumble; The Alphabet Monkey; 
Super Jumble 

#808: Search and Find; Talking Mumbo 

Jumbo 

#775: Oxyd 

#812: Agitation w/Puzzles 

COLOR GAME DISKS 

#187: Monopoly; Wheel of Fortune; Stocks 
and Bonds 

#209: Darts; G_Ranger; Milborne; Nim; ST 
Vegas; Trucker 

#261: Startrek: The Next Generation 

#297: Amazing Construction Set; Shanghai*; 

Hero 

#313: Azarian; Breakanoid; Das Grosse 
Deutsche Ballerspiel; Ship Combat; Sorry; 
Zoltar 

#316: Casino-Keno 

#326: Battleship; Monkeys and Ballonns; 
Core Wars; Escape; Fun __ Laws; Space In¬ 
vaders; Pente; RipCord 
#348: Alien Blockade; Atom Smasher- 
Blaster; Draw Poker; Companion 1; Haunted 
House; Trivia Quest 

#356: Cadenza Bog VI .2; Bob; Extensor 
#373: Strip Breakout (R) 

#428: Eco; Orbit; Rocket Patrol; Trifide 
#463: Bloodwych*; Blood Money; WipeOut; 
Phone Voice 

#478: The STellar STarfighter; Flight Levels; 
Jumpster; Lunacy! Vl.l; SpaceWars VI .0 
#479: Hero II*; Swiftar* 

#500: Starblade*; Yolanda*; Rick Dangerous* 
#502: Photon Storm*; Kid Gloves*; Back to 
the Future* 


#525: Gran Prix 

#532: Star Trek; Valgus V2; Maniac Miner 
#533: Yahtzee V2; Jeopardy; Collapse Vl.l; 
Valgus-2; PileUp V3.1; ST Tetris 
#534: Hacman II 

#539: Flimbo's Quest*; Defender II*; Toyota 
Rally* 

#540: Simulcra*; Spellbound*; 9 Lives* 
#550: Strabble; Nova 
#557: Hero!* 

#558: Amaze; Dark Castle; Daniel's Dun¬ 
geon) V3.06; Reaction; Super Mastermind 
#563: Bug Bash*; Jupiter's Masterdrive*; 
James Pond*; Captive* 

#574: Seaside; Drachen V2; Cola Wars; 
Splatter; Space Jet 

#575: Valgus^ V3; Mah-Jong*; Pipemana*; 
Word Bid*; Black Jack V3* 

#582: Damocles; Llamatrn 
#593: Bloecke; Boing; Demolition Man VI .3; 
Football; DC Snowball Fight 
#620: Beyond; Jeopardy V3; Milborne; Mo¬ 
nopoly; Warships 
#621: Offender* 

#622: Amaze*; Astro Tunnel; Dromepre*; 
MahJongg*; Noids V075; Warzone* 

#624: Boston Bomb Club*; Eliemouse CC 
Book; Desktop Repeat 
#628: Omega 0.75! 

#646: Noids VI; Demolition Man V2; 
3_Shoots (Galactic, River, Hunting); Sorry 
#647: Bobble; Ms.Pac; MultiGam (Worm, 
Firecop, Megapede, Breakout, Setrys) 

#655: 21; AmmoTrak; Revenge of the Mutant 
Camels; Gold Seeker 
#656: Triples; Robot Repairs* 

#675: Blax; Katrix; The Other Place 
#691: Flipped; Poker Dice; Roulette VI .7; 
Computer Yahtzee 

#697: Euchre; 5-of-a-kind; Invasion of the 
Mutant Caterpillars; Go Bang!; Color Quest; 
Asteroids 

#703: Eliemouse CC Bk V6; Eliemouse Paper, 
Rock, Scissors; Play Spell 
#709: Populous 2*; Conqueror*; Penguin! 
#710: Quest; Pacific Islands; Robin Hood 
#711: Hurry! VI; Marbleous, VI; Cops and 
Robbers; Sno-Fite 

#736: Moonlord ST; Mrs. Munchie VI; 
Drachen 

#737: Arena Earth 

#750: Ozone; Tuzzle VI .2; Tanx; TV Adv; Spi¬ 
der v2.0 

#762: Chateau Santa; Spirits; Beepin' Con¬ 
centration 
#768: Light Cycles 
#774: Oxyd 
#779: Megapede 
#781: Rayoid; Blox 2.0 
#783: Startrek: The Klingon War 
#784: NethackV3.1 


#785: Tuzzle V21; Space War; Centipede; 
Punk Man 

#786: Evader; Mystic; Psycho Worlds; Vegas 
Black Jack 

#796: Naarjek III; Club Dominoes*; Insecta; 
Galaxians 

#806: Barnyard; Dark Pearl; Invaders!; Lucky 
Guess VI; SoS Hangman 2.01 
#816: Legends of Valour*; Cudlee's Quest 
#818: Eliemouse CC Bk V7; No Second Prize; 
ProFlight Simulator* 

#819: Cyberdrome* 

#827: Box_Car; Tuzzle V3; Bon Bon (Break¬ 
out, Kubis) 

#828: Polar Ice; Cybernetix 

ADVENTURES/SIMULATIONS 

#153: Hack; Eamon Adventures: Eamon Be¬ 
ginner's Cave, The Devil's Tomb, Eamon 
Death Star, Holy Grail, First Eamon game, 
and V2.0 of the Eamon Main Hall 
#360: Bermuda Race II; Hero! VI; Battle of 
Midway Simulation 
#363: A Dudley Dilemma; Tark 
#364: Love's Fiery Rapture; Susan, A Lustful 
Game; Des Ring Des Nibelungen; Pork (R) 
#366: The Adventure Game Toolkit; Colossal 
Cave Adventure, Crusade, Elf's Adventure, A 
Fable, Ghost Town, Paranoia, Odieu's Quest, 
The Squynchia Adventure, An Underground 
Adventure. 

#383: The American PaSTime Baseball Simu¬ 
lator V2.0D; Baseball 

#387: Taipan II Vl.l; Empire and Dungeon 
Master maps 

#505: Kid Adventures: SDI; Mansion; Moun¬ 
tain 

#507: The Text Adventure Development Sys¬ 
tem; Ditch Day Drifter; Deep Space Drifter 
#513: Disenchanted; El Bozo's City Out Of 
Bounds; Once a King; System 5 
#761: Adventure Game Toolkit vl .3 

KID GAMES (C) 

# 211 : Tiffany's Barnyard; Deluxe Piano; Doo¬ 
dle; Kid Notes; Kid Sketch; Kid Music; Kid Pi¬ 
ano; Kid Potato; Kid Mixup; ABC's 
#431: Kidshapes; Kidshapes Plus; Kid Pub¬ 
lish; Kidpublisher Prof* 

#535: Kid Video (Add Up, Fonic, Geography 
VI, Me First V2, Me Second, Matcu) 

#536: Burger; Circus; Robin; Rabbit; Santas 
Workshop; Color Quilt 
#537: Makin' Aiken; Kidmixup Plus; Perfect 
Match; Letter Hunt; Enchanted Forest 
#542: Rebus Writer; Wuzzlers; Kid Story 
#547: Electronic Jigsaw Puzzle; The Wolf and 
the Seven Kids; Barnimals 
#560: Wuzzlers II 

#778: Forum V36A; Kid_GPI; Parlor VI.2; 
Yams 

* Game demo 
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NEW MONOCHROME GAMES 

#848: Arka, a monochrome Arkanoid game; 
Sound Search, a musical concentration game. 
#849: Break it!, old Chinese board game; 
GTHOR 2.0, one of the world's best Othello 
programs; Mathematics With Sasha, a multi¬ 
plication learning program. 

#850: The Ancient Art of ASCII, a picture 
translated into text; Coyote Dave's Poker, 
grab a chair, choose a table in the saloon 
and sit yourself down for some five card draw 
poker; Shift II, puzzle game from Germany. 
#862: Bounce, sort of like bouncing ball 
space invaders; ST Doodle 1.0b, a nice 
monochrome paint program with an interac¬ 
tive user interface. Suitable for kids and 
adults. Over 40 drawing modes with several 
never before seen in a paint program. Share¬ 
ware; Search Me V2, the ultimate word puz¬ 
zle generator. 

NEW COLOR GAMES 
#851: Nostram, similar to the Bitmap Broth¬ 
ers game GODS; Smash, a nicely done Ten¬ 
nis game with a top-down view; UK Match, 
shareware from the UK, a very nicely done 
Icon Matching game. 

#852: Elimouse Alphabet Game; Mr Dash, 

Boulder Dash clone from Germany (c/m); 
Naarjek IV, try and break into this computer!; 
Soma, excellent graphical block puzzle game; 
SoS Hangman, tweaked to run on a Fal- 
con030 in the higher resolution modes; Thurg 
'N' Murg, 50+ levels of action-packed ar¬ 
cade excitement. 

#853: Fly-Ex, the ultimate computer bug? 
Gray a rotate and thrust game similar in con¬ 
cept to Thrust or Oids; a Ms FacMan clone; 
Plax, destroy all the baddies trying to rot your 
teeth; Teserae, yet another Tetris clone; Hot 
Wheels, fast action, 1 or 2-player, car racing 
game. 

#854: Jurassic, a little exercise in using com¬ 
puter from Jurassic park; Lunacy 3.1, excel¬ 
lent Tetris clone; Pure Logic, nice logical type 
game; Reaction II, a much improved version 
of Reaction, a strategy board game; Space!, 
game for 1 or 2 players, similar to the old 
Space War genre, complete with hyperspace, 
expanded universe, etc; Thingy, a funky little 
sound and colour proggy; LIFE Bugs, a simu¬ 
lation of life. 

#855: Droid, fight your way through the 
hordes of enemy robots and artillery; Triad, a 
space strategy/arcade game for 1 or 2 play¬ 
ers; Warship (Broadside), a 2-player naval 
strategy game. 

#856: Batlnvaders, a Space Invaders clone; 
BatRisk, a computer verison of the board 
game Risk; BatSolitaire, solitaire card game 
similar to the famous solitaire game found on 
Windows systems; BatSub, a SEAFOX clone; 
DungeonLord, an interesting hack and slash 


game with an interface reminiscent of Dun¬ 
geon Master; Maze, 2-player action for Tag 
or Shoot games. 

#857: Cold Revenge vl, space combat game 
for 1 to 4 computers and players; Desktop 
Entertainment Pac, Vol 1,3 shareware game 
accs: Puzzle Slide, Tic Tac Toe, and Flip- 
Flop; Gnu chess v3.1, chess game with a lot 
of nice features, including a nicely done 
graphic interface. 

#858: Grandad and the Quest for the Holey 
Vest. A tongue-in-cheek graphic adventure 
(a bit rude in places). Shareware. 

#859: Midi Battle, a full screen (STE) 8-way 
scrollingtank/maze/shootemup style game for 
both the ST and the STE. The game is MIDI 
networkable for head to head battles be¬ 
tween 2 players. 

#860/#861 IBS Pegasus, a game of outer 
space colonization. You command a ship and 
must deal with all aspects of running the ship 
while getting to your colonization destination. 
The fate of mankind is in your hands. This is a 
two-disk set. You must have both to play this 
game. Shareware from Deto Soft. 

OTHER NEW DISKS THIS MONTH 
#863: Word Quest (v3.10), a word search 
puzzle maker. Should run on Falcon030 or 
TT030. Commercial product now distributable 
as shareware! Includes two sets of ready-to- 
use puzzles. (C/M) 

#864: Unde Carl Utilities. BELEF22B v.2.02b, 
the Universal Compression Utility Shell, allows 
you to convert any of your archive files from 
ANY one format to another! HeidiSeek 
v.2.07a, the file finding and maintenance util¬ 
ity, allows you to search individual or con¬ 
secutive drives for ANY file that matches 
YOUR search string. ProFile! v. 1.01c, the 
Floppy and Hard Disk Librarian, allows you 
to scan ALL directories and save that infor¬ 
mation to any of 3 possible file formats! Pro- 
Lock! v.l .05 allows you to lock access to your 
computer by entering a user defined pass¬ 
word. 

#865: AtariWorks No. 2. AtariWorks Scrap¬ 
book file utility; AtariWorks Small Frames; 
AW_TXTFX details for creating 3 text effects 
including drop-caps; 2_COLUMN, a tutorial 
on creating 2 column documents; 
AW_94CAL, the 1994 calendar; 

AW_FLORA, 28 floral graphics; AW_ALIN2, 
template for a landscape border on 1" mar¬ 
gins; and GEnie Speedo GDOS mes¬ 
sages 7/15/93 to 8/18/93. 

#866: AtariWorks No. 3. GEnie AW mes¬ 
sages (9/13/93-11/5/93); AW_PRALN, tem¬ 
plate for AW printer alignment and tutorial on 
alignment technique; AW_WDING, ex¬ 
tended character set from ASCII 127 thru 255 
plus the complete More Wingbats character 
set; AW_POPUP, "popup" dimensional Holi¬ 
day table decoration. AW_ PATCH, a ZAP 


file to patch HotWire; DINGBATS, character 
map of ITC Zapf Dingbat font; WKS_JNVC, 
custom invoice with nice graphic borders. 
#867: TripLink BBS V7.2. Easy to setup/run. 
BBS with 64 file areas, 64 message bases, up 
to 4.9 billion messags, terminal support for 
VT52, VT100, VT102, ANSI, IG and ASCII file 
protocols: xmodem/ymodem (and batch)/ 
zmodem (and batch), built in verbose for ZIP 
/ ARC / LZH files and you can extract files us¬ 
ing the right TTP's. Much, much, more. 

#868: Teddy-Term2 telecomm program, a 
great program for those who don't need all 
the bells and whistles, just reliable and easy 
to use communications software; plus latest 
version of MaxiMiser, which will read mes¬ 
sages and read them offline. 

#869: Storm vl.00, shareware telecommuni¬ 
cations program features multiple editing win¬ 
dows with true word-wrap, Basic script lan¬ 
guage, loadable file transfers and terminal 
emulations and background dialer, Xmodem, 
Ymodem, Zmodem and BPIus file transfers, 
VT100, Vidtex, and TTY terminal emulations. 
Docs incl. Plus VI .18 of Mountain QWK of¬ 
fline mail reader, now fully compatible with 
the Geneva Multitasking AES, MultiTOS, 
Speedo GDOS, and the Falcon030. 

#870: Applications: Grammarian VI .1.0, 
check your documents for grammatical errors. 
(C/M) TT Compatible. MyDraw 1.10, 

German GEM graphics editor with full 
Speedo support. No Frills Label program 
VI .05, create, add, and edit an address file 
to use for reference or printing labels. Tera- 
Desk vl.36, a very impressive replacement 
desktop. 

#871: Version 3.0 of the German to English 
translator. This one fixes the background mu¬ 
sic problem and a few others. 

#872: ARC/LZH Archiver. Everything you 
need to compress/uncompress ARC and LZH 
files. 

#873: A Tribute to Frank. All the ST Update 
columns, the product reviews, and the articles 
written by Frank Sommers for CN from 1986 
through 1993. 


UfOAnvAif S/uzi 

Purchase any 3 CN PD disks 
and get the 

4th disk FREE! 

Offer good until January 31, 1994. 
CN disks are $4 each. Order from: 
CN Library 
122 N Johnson Rd 
Sterling, VA 20164 
MC/VISA orders: call 
(703) 450-4761 
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Evangelo’s Atariwares 

Evangelo inadvertently left out his phone 
number in his ad in the November, 1993 
issue of CN (page 53). The number is 

(908) 558-9518 

The address is: Angelo V., 27 Stiles St, 
Elizabeth, NJ 07208. Call now and you can 
still take advantage of those bargains! 


I US. Postal Service 

STATEMENT OF OWNERSHIP MANAGEMENT AND CIRCULATION 
(Required by 39 U.S.C. 3685) 

1. Title of Publication CURRENT NOTES Publication No.87501937 

2. Date of Filing 10-1-93 

3. Frequency of issue Monthly excluding January and August 

4. Complete mailing address of known office of publication 
122 N. Johnson Rd. t Sterling, VA 20164-2624 

5. Complete mailing address of the hdqs or general bus. offices of publishers 
122 N. Johnson Rd., Sterling, VA 20164-2624 

6. Full Names & Complete Mailing Address of Publisher, Editor, Managing Editor 
Publisher Current Notes, Inc., 122 N. Johnson Rd., Sterling VA 20164-2624 

ST Editor Steve Kiepe, 12003 Deerfoot Rd, San Diego, CA 92131 

XE Editor Rick Reaser, 5510 W. 140th St, Hawthorne, CA 90250-6404 
Managing Editor Joe Waters, 122 N. Johnson Rd, Sterling, VA 20164 

7. Owner Current Notes, Inc. 122 N. Johnson Rd, Sterling VA 20164-2624 
Joe Waters, 122 N. Johnson Rd, Sterling VA 20164-2624 

8. Known bondholders, mortgagees, and other security holders owning or holding 1 
percent or more of total amount of bonds, mortgages or other securities None 

9. N/A 

10. Extent and Nature of Circulation Ave. 1 Sept. 2 

A. Total No. Copies 2904 2625 

B. Paid Circulation 

1. Sales through dealers and carriers, street 599 519 

vendors and counter sales 

2. Mail subscription 1899 1764 

C. Total paid circulation 2499 2283 

D. Free Distribution by mail, carrier or other means 90 77 

samples, complimentary, and other free copies 

E. Total distribution 2489 2362 

F. Copies not distributed 

1. Office use, left over, unaccounted, spoiled 297 265 

after printing 

2. Return from news agents 19 0 

G Total 2904 2625 

1 Average no. copies each issue during preceding 12 months. 

2 Actual no. copies of single issue published nearest to filing date. 

11.1 certify that the statements made by me above are correct and complete. 


CLASSIFIED ADS 

FOR SALE: Genuine Okimate Cartridge Ribbons, for Okimate 
Mod. 10 or 20, color or black. $9 each, post payed in the 
Continental USA. Check or money order. Limited quantity. 
M.Harvey, 1033 Notre Dame, Upland, CA 91786. 

FOR SALE: Cannon IX-12 sheetfed scanner & interface, 
Calamus Outline, Ragestream 1.82, Ultra Script, Assorted 
names, great deal for $330. Call Allen (408) 295-5519. 

FOR SALE: Mega4 STE (loaded). Includes TOS 2.06, 48 Meg 
Hard Drive, 1.44 Floppy, Math Coprocessor, 286 AT-Speed at 
16 MHz with 20MHz Cyrix Math Coprocessor, SC1224 Color 
Monitor, SM124 Mono Monitor, Monitor Master, Spectre GCR w/ 
ROMs (includes Specter V3.0, spreadsheet, wordprocessing 
software, and MORE!), Discovery Cartridge w/software. Will 
reformat hard drive or take it "as is" with DOS 5.0, DOS Utilities, 
Windows 3.0, and MORE!. Also loaded are some of the latest 
TOS applications, utilities, and Multitasking software. Will make 


special deal if equipment is sold as a PACKAGE. Call Mike, 
(708)403-6942. 

Mega STe with Megafile 30 HD, SLM804 laser printer with 630 
printer emulator, like new, set up for desktop publishing with 
lots of software, only $900 OBO. 520 STFM 2.6 megs RAM. 
new DS drive, SC1224 monitor, also, Star SG-10 Printer, only 
%525 OBO. Wanted: STacey Laptop. Call (evenings only) (813) 
978-0255. 

ATARI T1030, 2MB ST RAM, 4 MB H RAM, GE board 
installed, TTC1426 color monitor, Spectre GCR (Macintosh 
emulator), 65 MB Seagate SCSI HD (1 yr warranty), 44 MB 
Syquest Removable HD, plus various TT & Mac software. 
$1900 plus shipping. Call (908) 558-9518. 

CN Classified Ads. Send your classified ad into CN Classified, 122 
N Johnson Rd, Sterling VA 20164. Classified ads are priced at 3 
cents per character (minimum charge $3.00). 
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Rising Star Computers & Repair 

Ordering Hours 5:30-B:30pm EST 
Rising Sta r B BS/Fax F513*Z34-7B70 


Rising star Used Hardware, Software & Books Online! 

Last month we introduced our NEW Rising Star BBS. 


Dab 



Somewhat to our surprise, we were overwhelmed with calls! 
This month it gets better! Besides downloading huge lists of 
used software, we now have interesting hardware and books 
for sale! If you have a modem, dial!-513-254-7970 and 
download huge lists of used ST Hardware, Software and 
Books! It's easy, and we are open 24 hours a day! If you 
don't have a modem, call we'll get you started! 



Reconditioned 
Atari Drivesi 


For only $95 you can get a 
completely reconditioned 
Atari disk drive with a NEW 
DS/DD floppy mech! For only 
$75, send us your SF354 and 
we will upgrade it to DS/DD! 


WE BUY, SELL, TRADE & REPAIR 

ATARI COMPUTERS & MONITORS! 

- ^ Jy Call Our BBS If You 

A RECONDITIONED Wan, * eLates " 

ATARI COMPUTERS 3-0 

ATARI & MONITORS! S V*. l‘.L 


i A V; 



SC 1224 Color $139 

(Jaguar Ready!) 

SMI24 Mono $119 




We'll FAX 
Info! 


Options 

AddTos 1.4 $49 
New Drive $45 


1040STE (1MB RAM) $309 
1040ST (1MB RAM) $229 
520ST (1MB RAM) $149 
520ST (512K RAM) $119 

All Systems Fully Testedl 


MONITOR 
DEAD? 
Don't Wait 


K Call Our BBS If You 
Want the Latest! 

K GewtiWM 3.0 

SeM Hew! 

$199 


PowerPlus 386/486 
Gemulator Ready! 

PowerPlus Specifications 

All systems include 4MB RAM, 210 MB IDE Hard 
Drive, 1.44MB 3.5" Floppy, 1 MB SuperVGA 
Video Card & 14" .28 Dot Pitch VGA Monitor. 

Our System Prices 

PowerPlus 386DX-40MHZ $1079 

PowerPlus 486SX-25MHZ (VESA) $1158 

PowerPlus 486DX-33MHZ (VESA) $1378 

PowerPlus 486DX2-66MHZ (VESA) $1628 

Great Options! 

Gemulator3.0 $199 MS-DOS 6.x $49 

Mitsumi CD ROM $199 Windows 3.1 $69 

SoundBlaster 16 $169 Norton Desk $129 


Exchange It! 

Coming Soon...Rising Star NEWS Catalog FAXed to You Within Minutes! 






























Protect Your Atari Investment 
With PC Xformer and Gemulator. 

In 1992 we released the Gemulator Atari ST 
emulation card for PC compatible computers. 

Hundreds of users are now running their Atari ST 
software on their PCs at home and at the office. 

And later in the spring we are releasing our long 
awaited PC Xformer Atari XL/XE emulator for PCs. 

Both emulators are MS-DOS, DR-DOS, OS/2 2.1, 

Windows 3.1/NT compatible, and will keep your 
Atari software investment alive for years to come. 

See you Atari dealer for details or write to us for a| 
free brochure. 30 day money back guarantee. 
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Printer Test 

Output on an Atari SLM0O4 Laser Printer at 300 DPI 


.. the bloody thing really worksl... spending the 
$230 to get Gemulator is a very good idea. ” 

- Current Notes magazine, October 1993 
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point font size 
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Screen dump shows Gemulator running Calamus SL in 800x600 SuperVGA graphics mode. 


To place an order or request a brochure, call our 24 hour order line: 206-369-5513. 

Gemulator is fully compatible with: Pagestream, Calamus / Calamus SL, MultiTOS, Geneva, Silhouette, 
PhaSar, STraight FAX, LDW Power, Word Up, ST Writer, GFA Basic, Neodesk, Prism Paint, Flash, 
Tempus, Degas, Word Writer, First Word, Hotwire, Multidesk, Maxifile, GDOS/G+PLUS, Quick ST, 
Warp 9, Word Flair, EZ Calc, GEMvelope, Sudden View, Laser C, ST Xformer, Magic Sac, Interlink, 
Avante Vector, Thunder, UIS III, Data Master, Turbo ST, NVDI, Extended Control Panel, Word Flair II, 
and hundreds of other Atari ST programs and desk accessories. Only software that makes use of MIDI 
ports, copy protected disks, and some timing dependent software (like Spectrum 512) isn’t supported. 

Gemulator runs on any 386 or 486 based PC with at least 2.5 megabytes of RAM, a VGA card, 3.5 inch 
floppy disk drive, and an 8- or 16-bit slot. Gemulator supports: up to 16 megabytes of RAM. 360K, 720K, 
and 1.44M floppy disks, 19.2 kilobaud modems, parallel printers, 640x480 and 800x600 VGA graphics 
modes, Sound Blaster compatible sound cards and joysticks, and all version of TOS from 1.0 to 2.06. 

From the creators of the ST Xformer (Atari 800 and Atari 130XE) emulators... 

Get ready for the PC Xformer, the MS-DOS version of the popular 
ST Xformer Atari XL/XE emulator first released in 1987. People 
asked us to port it to the PC, and we thought it was a great idea! 

PC Xformer runs FASTER than a real Atari XE, supports GTIA 
graphics and Player Missle graphics, and can use your existing 
ST Xformer virtual disk files. Highly compatible, it runs most 
non-copy protected programs, even machine language games. 
Supports sound and joystick with a Sound Blaster compatible 
sound card. Requires a 286 386 or 486 based PC with a VGA card. 

Any questions? For a brochure or product information, write, fax, or call: 

Branch Always Software, 14150 N.E. 20th Street, Suite 302, Bellevue, WA 98007 

FAX: 206-885-5893 Orders: 206-369-5513 CompuServe: 73657,2714 GEnie: BRASOFT Delphi: DAREKM 

All products mentioned are trademarks of their respective manufacturers. MS-DOS and Windows are registered trademarks of Microsoft Corporation. 



Highly 

Compatible 

Emulation 

Inexpensive 

Easy To 
Install 

Powerful 























